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"When | was sick and lay a-bed, 

| had two pillows at my head, 

And all my toys beside me lay 

To keep me happy all the day. 

And sometimes for an hour or so 

| watched my leaden soldiers go, 

With different uniforms and drills, 

Among the bed-clothes, through the hills. 


- ROBERT LOUIS STEVENSON 


"| hate that Drum's discordant sound, 
Parading round, and round, and round; 
To me it talks of ravag'd plains, 

And burning towns and ruin'd swains, 


- SIR WALTER SCOTT 
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Playability is the highnote of these rules, although this by no means denegrates their 
historicity. In short, TRICOLOR offers an easily understood framework, speedy turns so 
that games do not drag through endless hours, and results which reflect reasonably well 
the actualities recorded in the texts which describe Napoleonic warfare for us. Playa- 
bility, again, does not denote a lack of complexity; these rules allow for a sufficiency 
of that. Complexity should, however, be in the tactics of the game, and that is pre- 
cisely where the author has placed them. Neither did he complicate the rules nor make 
it complex unless absolutely necessary to the realism or game mechanics. So you 
have here in your hand a set of wargame rules for the Napoleonic Era which promises 
that players will be able to both quickly learn and easily understand its mechanics. 
Nevertheless, like chess, the mastering of the game generated by the rules is another 
matter entirely. Neither will the result of any given game be disappointing from an 
historical viewpoint, for the miniature soldiers perform in these "little wars" much as 
did the real ones in that struggle which shook Europe. This is not to claim that the games 
become some close approximation of actual warfare (perish the very thought !), but 
there is a victor and a vanquished both of whom are produced through tactics which 
mime the historical. Remembering that no game can ever be the reality it shadows, the 
"realism" of TRICOLOR is excellent. Best of all, the battle begun in the afternoon can 
generally be fought to conclusion before supper grows cold upon the "other" table -- a 
claim which few sets of Napoleonic rules dare boast! 

Actually, only about one-half of this volume is rules. This first section simply and 
clearly lays down the laws which will govern the actions of players and lead soldiers 
during the course of the game. One engagement should be sufficient to ground even the 
novice in the basics of their play. Not having to worry about which units must do what 
when, allows everyone to have more fun, as well as develop better tactics. In this 
manner, it won't be long until the participants are ready to add to the game the National 
Characteristics of their various armies. 

As the author points out, judgements of the abilities of the armies involved in the 
Napoleonic Wars is perforce subjective. Hictorical accounts are subjective, and so is 
our reading of them. Yet there was unquestionably a variance in the abilities and mor- 
ale of armies (the variance in commanders is suborned to the players themselves) . 
TRICOLOR attempts to state these variances within the framework of the rules so as to 
reflect as accurately as possible the most outstanding characteristics of each national 
force. The inclusion of such is, | believe, a must if Napoleonic wargaming is desired. 

Similarly, Part Ill of the volume, Organization, is a well-detailed compendium of 
the organization and kinds of troops found in the army's of the European nations invol- 
ved in the Napoleonic Wars. Just as National Characteristics are necessary to true 
Napoleonic wargaming, so is the organization of the miniature armies which are to fight 
these battles along national lines necessary to the "flavor" of the era. It is quite poss- 
ible to conduct enjoyable wargames without using the organizations modeled after the 
historical armies, but it then becomes something other than the recreation of battles of 
the Napoleonic Wars -- let us say that these battles are more "what-ifs" of warfare of 
the era, regardless of the imitation of uniforms and weaponry, evolution and maneuver. 








It must be noted that the organizations are generalized, and a look at the varying 
strengths of units as reported for us in the accounts in history will make it apparent why, 
so that there is reasonable uniformity among the unit types of a given army. This in no 
way effects the overall meaningfullness of employing historic organization. 

The bibliography is included for those readers who wish to persue their study of the 
Napoleonic Wars (or check up on the author's research). 

All frequently consulted charts and tables appear at the back of the volume so as to 
be readily available for use in games. It is strongly recommended, however, that large- 
scale copies of these tables be made in order that they may be on view at all times dur- 
ing play. 

Finally, a few words about the author are in order: Rick Crane is an old hand at 
Napoleonic wargaming, although not old in years. As a resident of Chicago he has had 
plenty of opportunity to associate with some of the authorities in this aspect of the hobby. 
He not only associated with them, but he also competed plenty! As a veteran of num- 
berless battles, he originally intended to include an account of a memorable fray from 
one of the campaigns he was involved in, but space forced its exclusion. Again, Rick 
competed with Jeff Perren (CHAINMAIL and CAVALIERS & ROUNDHEADS) and the 
members of the Blackhawk Military Society in Rockford, Illinois. The latter, along with 
some small help from the LGTSA, did the play-testing of the rules which the author 
compared with the results gained in his own games. Tactical Studies Rules are satisfied 
that Rick has done an outstanding job, and we sincerely trust that you will be too! 


E. Gary Gygax 
TSR Rules Editor 


1 April 1974 
Lake Geneva, Wisconsin 





Iudex 


PART I: RULES 


Introduction 

- Time/ Distance/ Troop Organization Scale. ........000 2 eee 
i. cui spun he) LAM EE ee ee ae ee ee ee 
It. DRE Ass ik ee a so ee Oe a we ede ee Pe ee 
IV. ERO yd 6g dh a Do eA 8 ee Sw ae GE OT 
Vy NETS ty kkk oa a ge Ce ea eS Rk eae Seo ee eee 
Vi. BMEUENGE OF ONOTOtIOns 6 6: o.6. 6 oot ae 6 od. wwe Se 
i NONE a ee“. 5 ii see 6 te es as“, Br Be 4 EHR a 2 aad ate 
a SN FIOD iin oes: ee Sa eK. De EE I a ee ae 
IX. de gen. th. iy hoe el a. re te Os 46 ms 4. we ae 
X | ae ea ela ae eee ae er eee me 
Xl Morale due to the Accumulation of Casualties. ..........e004 
MNES ~ MEUTIOM EN a Gd i ks ge ee hs ae Ae GSO. bk Gg eS ee ek 
XIII]. Terrain, Constructions and Impedimentia. ........0...2-ee0068- 
athe pe SOIR ki 5 ae Wd wee AS el iad Whew ald 
RS Sea a so Sk ghd 8 rye Rg b oo MA Oe Wo eC 
XVI. Visibility (optional rules limiting visibility) ............06. 
XVII. Appendix to The Rules A: Tableof Elites ...........020e000- 


XVIII. Appendix to The Rules B: Nomenclatureof the Five Major PowerArmies. . 


PART Il: NATIONAL CHARACTERISTICS 


he Introduction to National Characteristics... 2... 2... eee eee ae 
i. Rules Reflecting National Characteristics inthe Game: The FrenchArmy . 
Il, RulesReflecting National Characteristics inthe Game: The RussianArmy. . 


IV. Rules Reflecting National Characteristics inthe Game: The Austrian Army . 
V. RulesReflecting National Characteristics inthe Game: The PrussianArmy . 
Vi. Rules Reflecting National Characteristics inthe Game: The BritishArmy . . 


Vil. RulesReflecting National Characteristics in the Game: 
The Minor Power Armies .... 


PART Ill: ORGANIZATION 


- ineteduction MOrgoniRMiOW.*. 6 tk wt we Mee ews o 6 
I. Major Power Infantry Organization .... 0.2.2 eee eee eens 
I. Major Power Cavalry Organization ...... 2.02 eee eee eee 
ll. NIGIOC POWOE ANU AG Gi ee ca te cw et weet twee ee 
l. The Grande Armee of France c. 1812 ........2. 2.00 ce eeese 
I. Tre mMenten Parey.C, LBI2 bea Vals 5 0 0 ce wn 6s Be eh e's 
Il. Te Avstrienv Arma. 1809Ge, ae ec ee he he we we eens 
IV. Bere Premio Armay 6, 1008 oack oo os blocs. s, tm aes CSRs 





NN OO fF WW W 














INTRODUCTION 


The nostalgia of contemporary men for the Napoleonic Era is understandable. In a 
time when the boundaries between pleasure and pain are all but removed, and apathy is 
man's greatest suffering, it is not without a certain wistfulness that we imagine the color 
and darkness of epic struggle. For the most recent conflagrations of men we may feel 
little but revulsion - the memories of pain and carnage are not yet clouded by sufficient 
distance and the passing of time. But the war of long ago appears differently; forgotten 
are the uprooted and the dead. To us are left only the great deeds, the exultations of 
victory and the exigencies of defeat. Before us stretches a vast panorama of men swept- 
up by the forces of history and cast into an arena of combat where wit and will are 
tested and glory is the reward of all. 

And as the Era of Napoleon attracts contemporary men of every stamp, so the cam- 
paigns of Napoleon hold particular attractions for the wargame enthusiast. Recaptured 
upon the table-top is the pomp and spendor of the Grande Armee. Relived are its con- 
quests, from the sun-blessed day of Austerlitz through the apocalypse of Borodino, until 
the final march to destiny at Waterloo. French, Austrians, Prussians, Russians, English- 
all of Europe at arms. Brilliantly uniformed troops step to the beat of the drums, a rythm 
interrupted only by the staccatto thundering of cannon in the distance. Back and forth 
the battle rages, as muskets are emptied and horseguns unlimber to spew their deadly 
cannister. Saber and bayonet rattle and clash as the battle thicknes, steeped in a 
billowing smoke and permeated by the din of war. Units advance and retreat, pursuing 
the wisdom and folly of their officers as red twilight descends upon the battlefield and, 
with bated breath, destiny awaits the arrival of the Guard. 


This book is by no means a primer of wargaming. It will not shed light upon the con- 
struction of miniature terrains or upon the collection and painting of lead soldiers. 
Rather it is a book for those already initiated to this grand hobby. The rules contained 
herein are designed to govern the conduct of miniature battles set in the Napoleonic 
Era. Their aim is to provide an exciting game of skill which may be learned and played 
with reasonable speed. Authenticity is strived for, but that frequent bugaboo of war- 
game rules, "realism", has been subordinated to the game itself. Though, as an histor- 
ical simulation, | believe you will find this game as good as any, its purposes shall have 
been fulfilled if it provides a challenging and enjoyable contest while imparting the 
essential flavor of the Napoleonic Era and its battles. 

Having thus far afforded myself considerable indulgence, let me now, for a time, 
relinquish the artist's pen in exchange for the stylus of craftsmanship and set forth as 
directly and simply as possible, rules for a Napoleonic wargame in miniature. 





PART |: THE RULES 


I. TIME/ DISTANCE /TROOP ORGANIZATION SCALE (Note: The T/D/TO scale 


is not to be taken too seriously.): 


A) Regulations: 

1) One move equals about one minute real time. (This of course does not 
apply in large battles in which a single move might represent an hour or more.) 

2) One foot equals about one hundred and fifty yards. 

3) One lead soldier represents twenty men historical muster. 

4) One miniature cannon represents one historical battery of about eight 
guns. 
Il. MOVEMENT TRAYS: 

Troops are mounted upon trays representing historical infantry companies, cavalry 
troops, or artillery batteries. Unless the optional rules governing the organization of 
forces are used (See NATIONAL CHARACTERISTICS), six infantrymen, four cavalry- 
men, or one gun and four artillerymen are mounted upon a single movement tray. The 
mounting of light infantrymen deviates slightly from this rule, as they are placed upon 
a "split tray". (i.e. six light infantrymen are mounted upon two trays, three men upon 
each, which, when combined, comprise a single six man tray). 


Diagram |. Lead soldiers mounted upon movement trays 
Mihaila Rots Secale llhintthd lites sai llchincbsintichlllaae! had 


6 INFANTRYMEN 4 CAVALRYMEN 6 LIGHT 


& . 
O J O 


1 GUN & 4 ARTILLERYMEN 


The exact size of the movement trays will depend, of course, upon the scale of 
the castings being used. These rules generally consider the employment of 30 mm figures 
and distances are given accordingly. Slight adjustments are necessary for smaller scale 
figures. In any case, infantry and cavalry trays should be square and roughly of the 
same size. Artillery trays should be roughly twice as long and of the same breadth as 
infantry or cavalry trays. 

Il. BASIC UNITS: 

Several movement trays are combined into a basic unit representing an infantry 
battalion, cavalry squadron, or artillery battery. Basic units act as a cohesive whole, 
and must adopt one of the several formations listed in the next section. Unless the op- 
tional rules governing the organization of forces are used (See NATIONAL CHARAC - 
TERISTICS) four trays of regular infantry, one stand of grenadiers, and one "split tray" 
(two trays, three men mounted upon each) of light infantry comprise an infantry battal- 
ion. Grenadier infantry battalions and guard infantry battalions are organized in the 
same manner, except that all troops comprising such battalions are deemed to be gren- 
adiers, or guards respectively. Light infantry and light guard infantry battalions are 
comprised of six "split trays" of lightsor light guards as the case may be. Militia bat- 
talions are organized in the same manner as regular infantry battalions. All cavalry 
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squadrons are comprised of two trays of like troops. One tray of artillery comprises an 


artillery battery. 


Diagram 2. Movement trays combined into basic units: 


REGULAR INFANTRY BATTALION 
000/000|000|000/0 00/000 
OOCO|OOCO|O0O0/|000 O00/000) 


Regular Regular Regular Regular Grenadier Light Light Light Light Light Light Light 


000/000|000|000/000/000 
O00/O00]O00/O00/000}O00, 


Militia Militia Militio Militia Militia Militia Light Light Light Light Light ig 
Grenadier Light Guard Guard Guard Guard Guard Guard 


LIGHT INFANTRY BATTALION 

























GRENADIER_ INFANTRY BATTALION 


000/000/000/000/000/000 7 
000}000/000/000/000/00 0} — 
Grenadier Grenadier Grenadier Grenadier Grenadier Light 


Grenadier 


GUARD INFANTRY BATTALION 


00010 00/000/000/]000/000 Oo |, ° 
O0O0/O0Oj|OOO|OQOJOOOJO OO} ert oO]. o 
Guard Guard Guard Guard — p sal 





IV. FORMATIONS: 
Each basic unit of infantry and cavalry must adopt one of the following formations 
at the beginning of the game. These formations may be changed during the game as 
described in the MOVEMENT section of the rules. 
A) Possible formations: 


1) In antry 


a) column (more than three ranks; one movement tray across) 
b) double column (more than three ranks deep; two movement trays across) 
c) line (three ranks or less in depth) 

d) square (as square-like a formation as possible with the available 
movement trays) 

e) open order (light troops only may adopt this formation; the movement 
trays are placed in any desired configuration, so long as the trays do 
not touch) 

2) Cavalry 

a) column (same as infantry column) 

b) double column (same as infantry double column) 
~ ¢) line (same as infantry line) 

d) open order (light troops only may adopt this formation; same regula- 

tions as for infantry in open order) ) 
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Diagram 3. Infant 
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INFANTRY BATTALION DEPLOYED IN OPEN ORDER 


V. ORDERS: 


000/000 
000/000 
000/000/000 
000 


and cavalry units in allowable formations: 


000/000]000]o00]000|2 0°} 
OO00|000J000/00 0/0 00/00} 
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TWO CAVALRY 
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IN LINE 
FORMATION 
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Each turn is divided into segments (see the next section for list of segments and 
the sequence in which they occur). All operations within a given segment are deemed 
to occur simultaneously. Therefore orders must be written, marked upon maps of the 
playing area, or, if the players trust each other sufficiently, merely though-out before 
the turn begins. An order is given for each basic unit indicating where it is to move, 
whether or not it is to charge, etc. An order to fire need not be given since troops may 
perform this operation whenever eligible to do so. 


VI. SEQUENCE OF OPERATIONS: 


Each of the following constitutes a segment of the turn. All operations upon the 
playing area within a given segment are deemed to occur simultaneously. 


1) Order Troops 
2) Move 


3) Fire 
4) Melee 


This sequence is repeated until one side attains its objective, or until the game is 
terminated by mutual agreement of the participants. 
Vil. 


MOVEMENT: 


A) Maximum movement distances: 


1)_ Infantry 


Formation 


a) column 

b) double column 
c) line 

d) square 

e) open order 





Maximum Distance 
i 
9" 
6" 
(may not move) 
] y 


i A 


2) Heavy Cavalry (e.g. dragoons, cuirassiers, horse grenadiers) 





Formation Maximum Distance 
a) column 12" 
b) double column LP 
c) line iz” 
d) open order not applicable 
3) Light Cavalry (e.g. light dragoons, hussars, lancers, etc.) 
Formation Maximum Distance 
a) column he 
b) double column Fe 
c) line 15" 
d) open order 18" 
4) Artillery: 
Battery Type Maximum Distance 
a) field guns i 
b) heavy guns 6" 
c) howitzers a 
d) horse guns 18" 


B) Regulations: 
1) Charge increment 

Units receiving an order to "charge" may move 3" farther than the max- 
imum distance normally allowed. 

2) Restrictions and impediments to movement 

a) Certain terrain features and constructions will impede the movement 
of troops. (See TERRAIN, CONSTRUCTIONS, AND IMPEDIMENTIA for further ex- 
planation.) 

b) Formed units (those adopting formations other than open order) may 
not move through or be moved through by friendly formed units. This does not apply 
however to "retreating" and "disordered and retreating" units which may move through 
and be moved through by all friendly units. (See MORALE IN GENERAL for definitions 
of "retreating" and "disordered and retreating"). 

3) Direction of movement 

a) Formed units must move within 30 degrees to the right or left of their 
facing during the first 3" of their movement. They may alter their direction of movement 
by 30 degrees for each 3" moved subsequently. (Note: This is intended only to get a 
general guideline and to prevent units from making extremely sharp alterations in head- 
ing.) 

Diagram 4. Changing Direction of Movement: 





Wrong Right 


b) Troops in open order, however, may change the direction of their 
movement to any degree, except when charging. (e.g. 
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_ 


c) Charges must be conducted in a (straight) line. 
Diagram 5. Changing of a Line: 


"Charge!" Charge!" 
Wrong Right 


4) Changes of facing and formation and their effect upon movement 

a) Units may change facing at the beginning and at the end of move- 
ment without penalty, as long as this does not involve a change of formation. 

b) A change of formation takes 1/2 move to perform. (e.g. a battalion 
of infantry might change from column to line formation and then move 1/2 the normal 
maximum distance in that formation, or, in this case, 3". 

c) Troops in open order take 1/2 movement to reform. Their is no penalty 
however against breaking into open order. 

d) Units must reform during the first 1/2 of the move on a turn following 
one on which they have charged. 

5) Moving off the miniature battlefield 

Troops which move off, or which are forced to move off the miniature 
battlefield (usually the edge of a table-top) may return at a later time at that point. 
Diagram 6. Leaving the battlefield and later returning: 


Movement portion of turn A; Movement portion of turn B; 
Cavalry Squadron leaves the Squadron returns 
the battlefield to the battlefield 


Sou ig ia 


VIII, MUSKETRY FIRE (Note: Musketry, as all fire, occurs simultaneously ): 

A) How to Fire: 

To assess casualties due to musketry fire, count the number of figures firing, roll 
one die, and consult the MUSKETRY FIRE TABLE for the appropriate "range" (distance 
between firer and target). The number given on the table is the number of casualties 
which are inflicted upon the troops being fired upon. 

B) Regulations: 

1) Eligibility to fire 

a) Troops may fire only once per turn. Units which have moved more than 
1/2 their normal maximum distance on a given turn may not fire. 

b) Only the front two ranks of units may fire, except in the case of a 
third rank on higher ground or that of troops firing from the second story of a building, 
which, in both instances, may fire over the heads of friendly troops. A second rank 
must be in contact with the rear of the first in order to fire. A third rank on higher 
ground must be situated so that, if the elevation did not exist, the troops of the third 
rank would be in contact with the rear of the second. Troops in the second story of a 


building may only fire over the heads of friendly troops if such troops are closer to the 
firer than to the target. 
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2) Determination of targets 


a) Troops must fire at the visible (only applicable when optional visi- 
bility rules are used; see VISIBILITY) enemy most nearly opposite them if possible. They 
may, however, elect to fire at an enemy at closer range if one exists. ("Closer range" 
means so situated as to be eligible to be fired upon using a "closer" firing table; See 
MUSKETRY FIRE TABLE.) 

b) Consistent with the above, troops may fire up to 30 degrees to the 
left or right of their facing. 








c) Consistent with a), stationary troops may elect to fire "pass through" 
at an enemy that moved across the zone through which they are eligible to fire even 
though the enemy's movement carried him to a point outside that zone at the end of 
movement. This is the only case in which fire effectively preceeds the end of the move- 
ment portion of the turn. Casualties are still rolled for at the end of movement, during 
the fire portion of the turn. 

Diagram 7. Pass through fire: (In this example, the infantry may fire "pass through" at 


the cavalry). 


Enemy cavalry moving across zone into which infantry may fire 


| qian 

oN ' 

| At the end of movement - ee. ————}\ 
cavalry has reached a point t__>: 


which the infantry would normally 


be unable to reach with fire Stationary battalion of infantry 


3) Extraction of Casualties 

a) Casualties are extracted first from those ranks of the target body of 
troops nearest the firer. 

b) Casualties within units are extracted proportionately according to 
troop type, but trays are removed whenever consistent with the foregoing so that units 
may more closely approximate in size their current strengths. (e.g. a battalion of in- 
fantry comprised of four companies of regulars, one company of grenadiers, and one 
company of lights suffers twelve casualties; one movement tray of regulars is removed, 
accounting for six casualties, another company of regulars receives two casualties, the 
company of grenadiers receives two casualties, and the company of lights receives two 
casualties.) 





4) Increments and Decrements to Fire 


a) Each 3 elites firing count as 4 men when consulting the MUSKETRY 
FIRE TABLE. 


a 








b) Each 3 militia count as 2 men on the table. 

c) Each 2 men firing the turn after they have charged count as 1 on the 
table. 

d) Each 2 men firing at troops in open order whose stands are at least 2" 
apart count as | on the table. 

e) Except at Point Blank range, fire at cuirassiers is at one-half effect, 
so for every 2 hits count only 1. 

5) Cavalry Firing Muskets or Carbines from the Saddle 

a) The range of cavalry firing from the saddle is reduced by three inches. 
(e.g. long range is 9" instead of 12", medium range is 3" instead of 6") Point Blank 
range is the same, however. 

b) Cavalry may not fire on a turn in which they charge, even though 
they may move less than 1/2 their normal maximum movement distance. Each elite 
cavalryman firing from saddle counts as | man. Each 2 militia cavalry firing from saddle 
count as | man. Each 3 line cavalry firing from the saddle count as 2 men. 


1X. MELEE: 
A) How to Melee: 


Count the number of melee points (See TABLE OF MELEE POINTS following 
this section) of the larger of the opposing forces involved in a melee and divide by those 
of the smaller, rounding all fractions in favor of the smaller. The ratio obtained is 
taken to the MELEE RESULTS TABLE and one die is rolled for effect. _ 

Results given in the upper left hand corner of the boxes pertain to the lar- 
ger side. Those in the lower right hand corner apply to the smaller. Roll a second die 
and multiply by the number given in the section of the appropriate box which pertains 
to your side; the result is the percentage of the smallerside's men involved in the melee 
which your side has lost. 

Example: It is determined that side "A" has 140 points involved in a melee 
and that side "B" has 100 points. 140 divided by 100 equals 1.4, which reduces to a 1 
to 1 contest. The 1 to 1 column on the MELEE RESULTS TABLE is consulted and a die is 
rolled. The result: a1. Side "A", the larger side, consults the upper left hand corner 
of the first box in the 1 to 1 column and finds a 5. A second die is rolled, the result is 
3. Side "A" loses 3 x 5, or 15% of the men (not melee points) which side "B" had in- 
volved in the melee to begin with. (Note that an entire man must be killed for a cas- 
valty to be extracted; fractional kills do not count.) Side "B" rolls a die and obtains 
a5. Therefore 5 x 5 or 25% of side "B's" men are lost. The results of "R" and "D" 
which appear in some sections of the MELEE RESULTS TABLE signify "Retreat" and 
“Disorder and Retreat" respectively. These results are explained in the MORALE IN 
GENERAL section of the rules. 


Diagram 8. Melee Results: 


Die Roll 1:1 (This box on the MELEE RESULTS TABLE would be 
\ consulted if the odds ratio of the larger side's 
melee points divided by the smaller side's points 

iz A reduced to 1:1 and a | was rolled on the die) 
Larger side loses Smaller side loses 

5 times a die roll 5 times a die roll 

% of smaller side's % of its men in- 

men involved in volved in the melee 

the melee 








B) Table of Melee Points 


1)_ Infantry 
a) militia 1/2 d) grenadiers (or similar elite 
b) regulars 1] ) ligh : re 2 
; e) light guards 
oir) f) heavy guards 4 
2) Cavalry 
a) militia 1] e) guard lights 3 
b) lights 2 f) cuirassiers 4 
c) lancers 2 g) guard dragoons 4 
d) dragoons 3 h) guard cuirassiers 5 
3) Artillery and Train 
a) militia artillerists 1/2 d) guard artillerists 3 
b) regular artillerists 1 e) guard sappers 3 


c) sappers 2 


C) Regulations: 
1) Melee involvement 
Melee occurs when opposing troops come into physical contact. Up to 8 
ranks of troops upon each side are considered involved in the melee. 
2) Voluntary withdrawl from melee 
Units may elect to take melee result of "R" rather than participate in a 
melee. (See MORALE IN GENERAL for explanation of "R" result.) Troops in open order 
automatically obtain the "R" result when meleed by formed troops while in clear terrain. 
3) Breakthrough 
a) When overwhelming odds are achieved by one side during the move- 
ment portion of a tum it may "breakthrough" the enemy, treating his forces as if they 
were not there and continuing its normal movement up to the maximum allowable dis- 
tance. Melee results are rolled for during the melee portion of the turn, but the results 
of "R" and "D" do not apply to units which have excercised the breakthrough option. 
Units breaking-through the enemy may engage in further breakthroughs and/or normal 
melees on the same turn. The following table governs the odds (ratio of larger side's 
melee points divided by those of the smaller with fractions rounded in favor of the 
smaller) which must be obtained in order to break-through units in varying morale 
states (See MORALE IN GENERAL for description of "R" and "D" morale states). 


Breakthrough Odds Table: 


Troops Seeking Morale Status of Potential Odds Necessary to 
Break through Victims of Breakthrough Achieve Breakthrough 
infantry normal 4 to | 
infantry retreating ("R") 1 to | 
infantry disordered and 
retreating ("D") any 
cavalry normal 2 to | 
cavalry retreating ("R") 1] to 2 
cavalry disordered and 
retreating ("D") any 


b) Troops in open order which are in clear terrain may be broken-through 
by formed units at any odds. 
c) Foot artillery seeking to breakthrough are treated as infantry in the 
table found in a). Horse artillery is treated as cavalry. 
4) Melee Increments and Decrements 


a) Charging cavalry count | point more than listed in the TABLE OF 
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MELEE POINTS (except for militia cavalry which receive no such increment.) All 
cavalry except cuirassiers must be in line formation to receive the charge increment. 
b) All cavalry except cuirassiers count 1 point less than listed in the 
TABLE OF MELEE POINTS when meleeing against formed troops while in other than 
line formation. (except for militia which count 1/2 point less than listed) 
c) Troops contacted by the enemy during the first 1/2 turn following a 
charge which they have made are half-strength in melee points. 


d) Troops struck in the flank and/or rear are half-strength in melee 


points. 
5) Casualties Due to Melee 

a) In addition to losses inflicted by the melee itself, the first two ranks 
of cavalry shall inflict 1 casualty per cavalryman upon an enemy retreating from melee 
(receiving an "R" result on the Melee Results Table - See MORALE IN GENERAL), and 
2 casualties per cavalryman upon an enemy disordered and retreating from melee (re- 
ceiving a "D" result on the Melee Results Table) . 

b) Casualties within units are extracted proportionately according to 
troop type, but movement trays are removed whenever consistent with the foregoing so 
that units may more closely approximate in size their current strengths. 

X. MORALE IN GENERAL: 
A) Retreat: 


Units which obtain a result of "R" on either the Melee Results Table or the 
Morale Due to the Accumulation of Casualties Table (See next section of the rules) are 
considered to be retreating and are moved 3" in a direction as directly away from the 
nearest enemy as possible. Retreating units must continue to move away from the enemy 
on the following turn, moving at the maximum rate allowable for the given type of 
troops in any formation. Retreating units may not fire during the turns of their retreat 
and become "disordered and retreating" troops if contacted by Opposing troops (see B), 
this section. Guards are an exception to this rule; they may fire during turns of retreat 
and never become disordered. If not contacted by the enemy during their retreat, re- 
treating units are returned to the normal morale state at the beginning of the third turn 
after their retreat began, i.e. Ist turn retreat 3", 2nd turn retreat 1 full move, ord turn 
operate as normal. 


B) Disorder and Retreat: 


Units which obtain a result of "D" on either the Melee Results Table or the 
Morale Due to the Accumulation of Casualties Table (see next section), or have been 
contacted by enemy troops while retreating, are considered to be disordered and re- 
treating and are moved 3" in a direction as directly away from the nearest enemy as 
possible. Disordered and retreating units must continue to move away from the enemy on 
the following two turns, moving at the maximum rate allowable for the given type of 
troops in any formation. Disordered and retreating units may not fire during the turns of 
their retreat and are destroyed if contacted by opposing troops. If not contacted by 
opposing troops during the turns of their retreat, disordered and retreating units are re- 
turned to the normal state of morale at the beginning of the fourth turn after their dis- 
ordering occurred, (i.e. Ist turn retreat 3", 2nd turn retreat | full move, 3rd turn 
retreat 1 full move, 4th turn operate as normal. Note that guards never become dis- 
ordered. 





Xl. MORALE DUE TO THE ACCUMULATION OF CASUALTIES: 
A) Table: 
The following table lists the effects of casualty accumulation upon various 
kinds of troops. (Note that "R" and "D" stand for retreat, and disorder and retreat re- 


spectively, as in the previous section, and that the same procedure is followed after 
these are obtained.) 
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UNIT TYPES 


Unit at: Militia Regu lars Elites Guards 
3/4 strength R No effect No effect No effect 
1/2 strength D 1 die: 1,2-R;other-no effect No effect No effect 
1/4 strength D 1 die:1,2-D;other-R —1 die:1, 2-R;other-no effect No effect 
1/8 strength D D 1 die:1,2-D; other-R ] die: 1,2-R 


B) Regulations: 

1) Accumulation of casualties effects are checked for whenever a unit is 
put under a given strength level by fire or melee. 

2) Each time a unit under a given strength level incurs any further losses 
accumulation effects must be checked for. 

3) If Elite units have not been detached from militia or a regular unit, or 
"if Elite units have been attached to militia or a regular unit, the whole is considered 
Elite. 

XIl. ARTILLERY; 
A) Types of Artillery: 

Artillery is divided into four basic categories: field guns, heavy guns, 
howitzers and horse guns. All except the last are considered foot artillery for the pur- 
poses of movement. (See MOVEMENT for maximum movement distances of artillery.) 

B) Types of Artillery Fire and How to Fire Them: 

There are two basic types of artillery fire: roundshot and cannister. To fire 
roundshot, roll 1 die and consult the appropriate table for the type of gun firing. The 
distance of the target from the gun determines the column that is checked. The number 
given on the table is the number of enemy killed if the target is troops, or the number 
of hits accumulated if the target is a construction. (See TERRAIN, CONSTRUCTION 
AND IMPEDIMENTIA.) When firing upon artillery crew or troops in open order whose 
stands are at least 2" apart, halve the casualties and round all fractions downward. 

To fire cannister, roll the number of dice indicated upon the appropriate 
cannister table for the type of gun firing. This is the number of enemy troops which 
may be killed. Only those enemy troops which fa!l within a cannister pattern, which 
is placed at the muzzle of the firing artillery piece, may become casualties due to 
cannister. (See Diagram 9.) Cannister has no effect upon constructions. 

Diagram 9, A Cannister Pattern: 


a = 
Artillery 
Piece 


38" 


C) Artillery Crew: 
Only artillerymen and sappers may crew artillery pieces, (Unless the op- 
tional rules for crewing artillery pieces are used. See NATIONAL CHARACTERISTICS) 
Each battery must have at least two such crew with it in order to move or fire. 


D) Counter-Battery Fire: 


A special table is provided for counter-battery fire. The number given is 
the number on two dice which must be rolled to destroy an enemy artillery piece at a 
given range. For example, A field artillery battery firing at an opposing artillery bat- 
tery at a distance of 3 ft. must roll a 5 on two dice to destroy that battery. 
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An artillery piece firing at an opposing battery also rolls to inflict casualties 
upon the crew of that battery. as 
E) Regulations: 
1) Movement 
a) foot artillery batteries may move or fire on a given turn. 
b) horse artillery batteries may move up to 1/2 normal maximum move- 
ment distance and fire. (Note that horse artillery batteries which move more than 1/2 
normal maximum movement distance may not fire, and that horse artillery batteries 
which remain stationary do not receive any increment to their fire.) 
2) Restrictions to Fire 
a) Artillery batteries, except for howitzers, may not fire over friendly 
troops which are closer to them than to their targets unless they are on a higher ele- 
vation. 
b) Artillery batteries, except for howitzers, may not fire over those 
constructions and types of terrain listed as impediments to artillery fire in the TERRAIN, 
CONSTRUCTIONS, AND IMPEDIMENTIA section of the rules. 


c) Cannister may never be fired over friendly troops, even by howitzers. 
Cannister may not be fired when friendly troops fall within the cannister pattern. 

d) The owner of an artillery battery must designate an opposing "target 
complex" as the recipient of the battery's fire. Units operating within 2" of each other 
are considered to be the same "target complex". Within a target complex, casualties 
are extracted first from that unit which is nearest the firer. Once that unit has been 
entirely destroyed, casualties are taken from the unit next closest to the firer. The only 
exception to this rule occurs when an artillery battery fires upon an enemy battery or 
upon constructions, in which cases the recipient of the fire is an individually designated 
target, irrespective of the positions of friendly units. 

XII]. TERRAIN, CONSTRUCTIONS AND IMPEDIMENTIA:; 

Consult the TERRAIN EFFECTS CHART and the CONSTRUCTION EFFECTS CHART 
for effects upon movement, fire and melee. Effects upon visibility apply only when op- 
tional visibility rules are being used (see VISIBILITY). Obviously players will want to 
vary the terrain upon their miniature battlefields and its effects upon the game from time 
to time. These rules are intended only as a guideline. 


XIV. THE INFANTRY SQUARE; 


An infantry square may be formed by placing an infantry unit or group of units in 
as square-like a formation as possible with the moving-trays facing outward. (See Dia- 
gram 3 for an example of an infantry square). 


A) Effects of the Infantry Square upon Attacking Cavalry: 


1) Count each 2 cavalry attacking a square as 1 when assessing the number 
of men available for melee (except lancers, which may melee squares at full strength). 
2) Cavalry attacking squares consult 1 column lower than is actually the 
case on the Melee Results Table (including lancers). For example: Cavalry attacking a 
square at 3 to 1 odds would consult the 2 to 1 Idds column on the Melee Results Table. 
3) Cavalry attacking squares receive no charge increment even when the 
other conditions for charging are met (including lancers). 
XV. DRAGOONS: 

Dragoons are the only cavalry which may dismount. Dismounting and remounting 
are each considered a change of formation and therefore take 1/2 move to perform. 
Dismounted dragoons operate as light infantry in all respects. 

XVI, VISIBILITY (optional rules limiting visibility): 

A) Optional Rule 1: Line of Sight Visibility: 

Only units which may be viewed by the enemy upon a direct line of sight 
uninterrupted by terrain or constructions of the sort that interrupt artillery fire (See 
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TERRAIN EFFECTS CHART and CONSTRUCTIONS EFFECTS CHART) are placed upon 
the miniature battlefield. The positions of other units are marked upon maps. Such units 
are placed upon the battlefield only when the enemy establishes a direct line of sight 
to them. The line of sight to troops in clear terrain may be of an unlimited length. 
Troops within certain types of terrain and certain constructions however, may be viewed 
only by opposing units which are within a certain distance. (See TERRAIN EFFECTS 
CHART and CONSTRUCTIONS EFFECTS TABLE). For example, troops within a woods 
would be revealed only after opposing troops arrived at a point 6" or less from their 
position. 

B) Optional Rule 2: Visibility Further Limited by Distance: 

This rule is the same as the previous one except that troops in clear terrain 
more than 36" distant from the nearest observer are considered beyond the range of the 
line of sight and are therefore with held from the battlefield until viewed by opposing 
units 36" or less from their positions. 

C) Optional Rule 3: Visibility Further Limited by Screening 

This rule incorporates the previous two rules and adds that units may be 
"screened" by friendly troops from the opponent's line of site. Any troops between 
friendly units and enemy observers screen those units from visibility to the extent that 
they do not have to be placed upon the miniature battlefield. 

a) Screened units within 36" of the enemy need place only blank movement 
trays upon the field designated as infantry, cavalry, or artillery as the case may be. 
The exact character of screened units need not be revealed, for instance, whether they 
are regular of guard troops. 


b) If cavalry units are used as a screen even the designation as infantry, 
cavalry, or artillery need not be made for screened units, and blank trays are simply 
placed; however, a record of their nature must be kept so that at such time as they are 
revealed there can be no question as to what unit is where. 

Note that all optional rules, and particularly this one, should be used 
with caution. They add realism and often excitement to the game but invariably com- 
plicate its mechanics. | suggest that beginning players, even those who are familiar 
with other wargames, refrain from using them until they are sufficiently versed in the 
basic rules to afford concentration upon more advanced aspects of play. 


See ied 





APPENDIX TO THE RULES A: TABLE OF ELITES: 


This table lists the English language equivalent of the types of troops possessed by 
the various armies of Europe during the Napoleonic Wars. It sets forth their various 
capabilities in the game: whether they may adopt the open order, their morale status, 
their melee powers, and their firing capabilities. In Appendix B may be found an approx- 
imate translation of the English terms used below into the nomenclatures of the five 
major powers. 


Troop Type Morale Status Firing Capability Melee Power Open Order 
1) infantry 
militia as militia 3 men fire as 2 1/2 point per man no 
militia lights as militia normal 1/2 point per man yes 
militia grenadiers as regulars normal ] point per man no 
line infantry as regulars normal ] point per man no 
light infantry as elites 3 men fire as 4 1] point per man yes 
grenadier infantry as elites 3 men fire as 4 2 points per man no 
light guard infantry as guards 3 men fire as 4 3 points per man yes 
heavy guard infantry as guards 3 men fire as 4 4 points per man no 
2) cavalry 
militia light cavalry as militia 2 men fire as ] 1] point per man yes 
(from saddle) 
militia dragoons as militia 3 men fire as 2 ] point per man no 
(on foot) 
militia hussars as militia 2 men fire as ] ] point per man yes 
(from saddle) 
militia lancers as militia no firing capability ] point per man no 
light cavalry as regulars 3 men fire as 2 2 points per man yes 
(from saddle) 
hussars as elites normal (from saddle) 2 points per man yes 
lancers as regulars no firing capability 2 points per man no 
dragoons as regulars 3 men fire as 4 3 points per man no (mounted) 
(on foot) (mounted ) 
1 point per man yes (on foot) 
(on foot 
heavy cavalry as elites no firing capability 4 points per man no 
cuirassiers as elites no firing capability 4 points per man no 
light guard cavalry as guards normal (from saddle) 3 points per man yes 
guard hussars as guards normal (from saddle) 3 points per man yes 
guard lancers as guards no firing capability 3 points per man no 
guard dragoons as guards 3 men fire as 4 4 points per man _no (mounted) 
(on foot) (mounted ) 
2 points per man yes (on foot) 
(on foot) 
guard heavy cavalry as guards no firing capability 5 points per man no 
guard cuirassiers as guards no firing capability 5 points per man no 


3) Artillery and Train 


militia artillerists as militia 3 men fire as 2 1/2 point per man always 
regular artillerists as regulars normal ] point per man always 
sappers as elites 3 men fire as 4 2 points per man always 
guard artillerists as guards 3 men fire as 4 3 points per man always 
guard sappers as guards 3 men fire as 4 3 points per man always 
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APPENDIX TO THE RULES B: NOMENCLATURE OF THE FIVE MAJOR POWER ARMIES: 
This table lists the types of troops in a descriptive English nomenclature and gives 


an approximate translation into the nomenclature of each of the five Major Power armies. 


Troop Type 
1)_infantry 


militia 
line infantry 
light infantry 


grenadiers 


rifles 
light-grenadiers 
light guards 


heavy guards 


volunteers 


2) cavalry 
light cavalry 


hussars 

lancers 
dragoons 
heavy cavalry 
and cuirassiers 
guard light 
cavalry 

guard hussars 
guard lancers 
guard dragoons 


guard heavy 
cavalry and 
cuirassiers 
volunteers 


French Army 


militia 
line infantry 
(vo Itiguers, 


chassuers, legere) 


grenadiers 


carabiniers 
young guard, 
light guard 
guard grenadiers 


light horse- 
(chevauleger ) 
hussars 
lancers 
dragoons 
cuirassiers 


guard light- 
horse (chassuer) 
guard hussars 
guard lancers 
guard dragoons 


horse grenadiers 


Russian Army 


militia 
line infantry 
yegers 


grenadiers 


y eger-grenadiers 
guard yegers 


foot guards, 
guard grenadiers 


chassuers, 
mounted-+yegers 
hussars 

uhlans 


dragoons 
cuirassiers 


guard hussars 
guard uhlans 
guard dragoons 


guard cuirassiers 


landwehr 
musketeers 
jagers 


grenadiers 


shutzen 


chevau leger 


hussars 
uhlans 


dragoons 
cuirassiers 


Austrian Army Prussian Army 


landwehr 
musketeers 
jagers 


grenadiers 


shutzen 


guard jagers 
guard grenadiers 


free crops 
(freicorps) 


mounted- 
jagers 
hussars 
uhlans 


dragoons 
cuirassiers 


guard hussars 
guard uhlans 
guard dragoons 


guard cuirassiers 


free corps 
(freicorps) 


(Note: The above is not necessarily a linguistic translation, but rather a kind of 
bastardized language spoken only by the wargamer. | have found it a quite universal 
table-top jargon however. Why wargamers refer to French light cavalry as "chassuers-a- 
cheval" and yet do not refer to the light platoon of Russian line battalions as "strelkovij", 
| do not know. Perhaps it is because French is taught in schools and Russian is not.) 
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British Army 


militia 


line infantry 
light infantry 


grenadiers, 
fusiliers 
rifles 


light guards 


guard- 
grenadiers 


light- 
dragoons 
hussars 
lancers 
dragoons 


guard 


dragoons 
lifeguards 


Royal horse 
guards 


"...A Frenchman is self-assured because he regards himself, both in mind and body, as 
irresistably attractive to men and women. An Englishman is self-assured as being a cit- 
izen of the best-organized state in the world, and therefore as an Englishman always 
knows what he should do and that all he does as an Englishman is undoubtedly correct. 
An Italian is self-assured because he is excitable and easily forgets himself and other 
people. A Russian is self-assured just because he knows nothing and doesn't want to 
know anything, since he does not believe that anything can be known. The German's 
self-assurance is worst of all, stronger and more repulsive than any other, because he 
imagines that he knows the truth-science-which he himself has invented but which is 
for him the absolute truth." 

- LEO TOLSTOI WAR AND PEACE 

(translation by Louise and Aylmer Maude) 
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PART Il. NATIONAL CHARACTERISTICS: INTRODUCTION 


Many Napoleonic wargames do not reflect the national characteristics of the various 
armies of the period, and not without good reason. Learning the rules for a wargame is, 
for many players, a task which is itself difficult, and they do not fancy the idea of 
becoming familiar with additional rules pertaining to individual armies. For the war- 
gamer who plays infrequently such labors are seldom worth their results in terms of the 
additional enjoyment they provide. But for the wargamer who has leamed these rules 
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well, and has practiced their application in several games, and, most importantly, who 
desires additional realism and variation in his games, rules reflecting the national 
characteristics of the Napoleonic armies are a must. Each army in Europe was distinct 
due to differences in training, military tradition, available resources, and that intang- 
ible factor of "national character". The wargamer who desires to reflect these differ- 
ences in his games will find himself faced with a difficult task but, being successful, 
will have introduced into the wargame a diversity and flexibility matched by few other 
recreations of the mind. 

The interpretation of Napoleonic history has been a source of endless controversy in 
wargaming circles - of controversy not untainted by partizanship and nationalistic 
loyalties. Few are the commanders of the French or British who do not believe their 
adopted army to have been the mightiest, or at least the most valorous in Europe in 
Napoleonic times. In fact, | have often felt that wargames are played, not so much for 
the recreation provided, or even for personal glory, but rather for the sake of "proving" 
one of the opposing armies to have been the finest in Europe ! 

The subject of national characteristics, then, is one laden with controversy, and, 
therefore, before embarking upon the exposition of the rules themselves, | feel com- 
pelled to represent, in a general way, my own views of the armies of Europe in the 
days of Napoleon. Undoubtedly players will disagree with many of the specific rules 
and perhaps even with some of the general assumptions that guided me in their formu- 
lation. Rules such as these are only secondary elements of the wargame, and may, in 
most cases, be modified to suit the tastes of individual players without unduly upsetting 
the mechanisms of the game. | wholeheartedly encourage such modification, for the 
wargame has not, life chess or checkers, attained maturity (or perhaps sterility is a 
better word). It may be likened to a living and growing thing, a thing subject to the 
influence of its participants as a child is influenced by its father, a thing ultimately 
reflecting much of the personalities of those with whom it has become aquainted, and 
yet retaining a character apart, one distinctly its own. 





THE FRENCH ARMY 


The Grande Armee of 1805 was the finest in Europe and would remain so at least 
until 1813. The French had become a great military people, having acquired hard 
practical experience during the French Revolutionary Wars. The first practitioners of 
"national war", their elan and patriotic fervor is perhaps best expressed in the decree 
of the Convention of August 23, 1793, which called for the first levee en masse in 
history: 

"ARTICLE |, From this moment until that in which our enemies shall 
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have been driven from the territory of the Republic, all Frenchmen 
are permanently requisitioned for service in the armies. 


"Young men will go forth to battle; married men will forge weapons 
and transport munitions; women will make tents and clothing, and 
serve hospitals; children will make lint from old linen; and old men 
will be brought to the public squares to arouse the courage of the 
soldiers, while preaching the unity of the Republic and hatred 
against kings." * 


Besides providing a basis for later militaristic enthusiasm, the French Revolutionary 
Wars produced a cadre of veteran officers and privates who would prove invaluable in 
the training and formation of the Grande Armee. Sargeants and lower officers of years 
experience imparted discipline to new recruits already well-equipped and imbued with 
the spirit of the Revolution. A long baptism of fire provided the perfect testing ground 
for military theories later incorporated into the Napoleonic mode of warfare and allowed 
young officers of merit, not the least of whom was Napoleon himself, to advance in the 
ranks at a rate that would have been impossible under the less stringently selective at- 
mosphere of peace. Many factors combined to make the Grande Armee great, some of 
them traceable to foundations in the French Revolution, others to the genius of Napoleon 
Bonaparte. 


The French battalion was a flexible unit, containing ordinary footsoldiers as the basis 
of its strength and a proportion of voltiguers or other light infantry who might at a mo- 
ments notice deploy as skirmishers to harass the enemy in preparation for an attack or to 
provide a mobile rearguard in retreat. To bolster the courage of the rest and to lead 
them in the assault were the grenadiers, veterans of proven courage and long service. 
Unlike the poorly organized and equipped Sans Culots of the Revolutionary Wars, bound 
to their ponderous columns, the French infantry of 1805 could operate with equal facil- 
ity in columns and lines; as massed brigades, or in detachments. To compliment her line 
battalions, the Grande Armee contained a diverse array of elite formations, providing a 
flexibility unmatched by any other army in Europe. Foremost among thses were, of 
course, the grenadiers of the Old Guard - well trained, experienced, of peerless valor 
in battle, and fanatically loyal to Napoleon. The French (and later Polish) cavalry 
served as the most efficient scouts in Europe and were surpassed upon the battlefield 
only (in some cases) by the Russians. The artillery of the Grande Armee and her train 
were likewise highly trained and well-equipped. In 1805 the armies of France were 
stronger upon the battlefield, faster upon the march, and administratively more effic- 
ient than any others in Europe. Unfortunately for France, the constant attrition attend- 
ing the campaigns ahead and the frequent expansions of the army to include foreigners 
and ill-trained recruits would serve to lesson the quality of her fighting forces. As the 
monarchies of Europe, in imitation of the French example, learned the ways of modern 
tactics and strategy and of national war, the Grande Armee had to deal with armies 
approaching, to an increasing degree, her own capabilities, while in the meantime 
suffering a loss of vitality through the strain of her own prodigious feats. 


THE RUSSIAN ARMY 


The Russian army was brave and stubborn in defense, especially of Mother Russia 
herself, and clumsy in attack. The peasants and serfs who composed most of the army 
were adept in the extreme at building works of the soil they knew so well and generally 
remained behind them until told to retreat. Salvation to them was more important than 
life, and fighting the "Anti-Christ" (Napoleon) in defense of the Tsar and Holy Russia 





* Makers of Modern Strategy, edited by Edward Mead Earle, originally from Reimpression 
de l"ancien Moniteur depuis la Reunion des Estats-Generaux jusqu'au Consulat, August 
25, 1793, XVII, 478, (Paris, 1840-1845). 
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was a path to Heaven as sure as any. The serf obeyed orders well and lives off the land 
with great facility, but he suffered from an inability to make independent decisions. 
Officers, of course, were generally not of peasant stock, but their knowledge of tactics 
and strategy could not have been less had they been so. Sargeants and corporals could 
be counted upon to do little more than keep their men in place, which task they per- 
formed as well as any in Europe. Ineptitude however, was greatest in the highest places, 
the Tsar himself serving as the King of. Fools. It has often been said that a private of the 
French army took more interest in the planning of a campaign and understood better the 
nuances of tactics and strategy than did most Russian officers. Little did such ignorance 
matter, however, since the archaic military doctrine and stately rate of march (seventy 
paces to the minute), which the Tsar refused to abandon even after repeated defeats, 
made maneuver most unlikely, if not impossible. The business of the Russian infantryman 
was to stay where he was put, or wherever he happened to be. The Russian soldier 
minded his business. 


The Russian soldier and the imcompetent Russian general were not alone, however, 
in their effort against the "Anti-Christ". The former was supported by a large and en- 
ergetic population and British money, both of which served to produce a sufficient 
quantity of arms and material for the massive Russian army. Unfortunately for him how- 
ever, the Russian soldier was also supported by perhaps the worst commissariat in Europe, 
so that, even when fighting deep in his own country, amidst a populace only too willing 
to contribute to the effort against the accursed French, he was often expected to live 
off the land, or failing that, to starve. This accounts for the strange fact that Russian 
losses were comparable to those of the French during the "debacle" of the latters' retreat 
in the winter of 1812. The Russian general was “aided" in his effort against the French 
by German generals skilled in the "science" of war, such as Weyrother and Pfuel, who 
engineered the Prussian defeat of 1806. Indeed, with all the "help" that the Russian in- 
fantryman received from his officers, the Tsar, the commissarist, and foreign generals 
their army would have been the worst in Europe were it not for the reserves of manpower 
and material resources of Russia herself, a large corps of artillery, the finest cavalry 
horses and the finest cavalrymen in the world (the Cossacks, something less than good 
cavalry upon the battlefield and something more than human beings as skirmishers and 
guerilla fighters); and were it not for the determination of the Russian people themselves 
and especially of the dogged peasant-soldier, to save Holy Russia and the Tsar from the 
"Anti-Christ", it would have been. As it was, the Russian army was not the worst in 
Europe; it was probably the best when fighting in defense of its own soil. And as it was, 
the Russian army broke the back of the Grande Armee in 1812, shattering its physical 
and moral backbone, and breaking a strength which it could never recover. Kutusev, 
the incompetent but determined commander-in-chief of the Russian army, vowed to 
"make them eat horseflesh", and so he, the Cossacks, and the Russian footsoldier did. 


THE AUSTRIAN ARMY 


Like the Russians, the Austrians could count upon vast human and material resources 
as a principle asset. As Britain supplied the financial basis of the common effort against 
Napoleon, so Austria supplied the largest portion of the manpower that fought the 
French outside Russia. The Austrian footsoldier was effectively assisted by a large and 
amply equipped artillery corps and a sizable force of cavalry which held its own upon 
the battlefield but which was notoriously imcompetent upon missions of reconaissance. 
Except for the Archduke Charles, who ranked as one of the best generals in Europe, 
the Austrian officer corps was marked by a pretense to "German efficiency" and by 
total incompetence in military matters. The many nationalities which comprised the 
Austrian Empire supplied massive levies of troops who in many cases spoke different 
languages, and frequently would have as soon cut each others' throats as those of the 
enemy. The Austrians and Hungarians themselves, the most priviledged citizens of the 








Empire, fought bravely and well, but the Croats, Czechs, Slavs and the rest of the 
polyglot rabble that comprised the Austrian army seldom stuck-around to witness the 
outcome of a battle. The Austrian army of 1805 was in every respect unequal to the task 
of defeating Napoleon, or even to putting up a good fight, but the Austrians, who make 
perhaps more mistakes than anyone else, learned their lessons well and became one of 
the principle authors of Napoleon's defeat and the leaders of post-Napoleonic Europe. 
Austria's grenzers, battalions from the Turkish border were in every sense equal to the 
best light troops of France, but these borderers were too few until the later stages of 

the war. 


THE PRUSSIAN ARMY 


The Prussian army was the most efficient in Europe during the 18th century. Its troops 
were marvelously disciplined and able to march in the straightest lines in Europe. Its 
generals were well versed in the "science" of war, which they thought they might con- 
duct with mathematical precision. Unfortunately for the Prussians, however, warfare 
had changed since the era of Fredrick and their stately rate of march and rigid tactical 
evolutions were unsuited to the massive armies, lighter artillery, and skirmisher tactics 
that had superceded their gentlemanly and professional style of fighting. Limited in re- 
sources, the Prussians could not keep pace with the French in manpower and material, 
and they suffered badly from their defeat in 1806. Not until 1813 did their army, re- 
constructed along modern lines, again see action against the French. From then onward 
the Prussians contributed in a limited but useful way to the ultimate success of the allied 
cause, and at Waterloo helped finish the whole. 


THE BRITISH ARMY 


{ 

The only army which, man-for-man, equalled, or perhaps surpassed the Grande 
Armee at the height of Napoleon's power was that of Great Britain. Well equipped and ) 
trained, the British infantryman could fire his musket more rapidly and with greater 
accuracy than any other soldier in Europe. Similarly, the British cavalry were well 
mounted and valorous if not well disciplined; and the Royal Artillery Corps ranked as 
the finest, for its size, in existence. The British army was well trained, valorous, and 
efficient, but like the Prussian army, it was not and could not have been large; Britain 
simply did not possess the human resources of great Continental empires such as Russia, 
Austria, and France. The British army that maintained itself persistently as a thorn in 
Napoleon's Spanish flank was never more than an annoyance to the French. (Perhaps a 
"bleeding ulcer", for it allowed Portugal to remain free, encouraged the Spanish f 
partizans and tied down 200,000 French troops!) Aided by the Royal Navy, it helped | 
to pin down many French troops that would have been useful elsewhere, particularly | 
during 1812, 1813 and 1814. But Britain's military manpower alone could never have 
been decisive. Rather it was the Royal Navy, and moreso, the pound sterling which 
made Britain a great power in the Age of Napoleon. The pound sterling enabled Great 
Britain to finance the several coalitions against the "Corsican ogre" and perhaps, in 
the end, to emerge as the power most responsible for France's defeat, certainly the 
world power. re 


— 


THE FRENCH ARMY: 


1) Infantry 

a) French infantry charging in column add to their melee capability; count each 
3 as 4 when melee occurs. 

b) French infantry column-charging non-elite troops cause them to immediately 
check morale as if they had suffered excess casualties, assuming 3/4 strength (unless the 
unit considered is under this strength already, in which case consider it as its current 
strength). 

c) French guard units may march at a faster pace than the normal, so the move- 
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ment rate for such units may be increased by 3" per turn, exclusive of charge bonus. 

d) French Middle Guard, specially recruited for their marksmenship, fire count- 
ing 2 as 3. 

e) French Young Guard are considered elite for purposes of morale. 

f) French Grenadiers, Middle Guard, and Old Guard may be used to crew artil- 
lery pieces if the crews have been lost. 
2) Cavalry 

a) French cuirassiers will be considered as guards for the purposes of morale. 

b) French mounted carabiniers are treated as dragoons prior to 1812. 

c) French mounter carabiniers from 1812 onwards are treated as cuirassiers in all 


respects except they are also able to fire their carbines as before. | 
3) Artillery 
a) French guard artillery crews are treated as guards for purposes of morale. | 


b) French horse artillery of 6# or less shot weight add 3" to their movement, ex- 
clusive of charging. 


THE RUSSIAN ARMY: 


1) Infantry 

a) Russian infantry in column formation move a maximum distance of 6" per turn. 

b) Russian infantry in line formation move a maximum distance of 4" per turn. 

c) Russian infantry charging add an increment of 2" to their maximum distances. 

d) Russian line and militia infantry take an entire turn to change formation. 

e) Russian line and militia infantry may not move 1/2 distance and fire in a 
single turn. — oe 

f) Russian light infantry may not disperse into open order (light guards may do so 
however, as may light grenadiers). 

g) The light platoon of the elite company of Russian line battalions may not dis- 
perse into open order. 

h) Russian infantry is counted as one class better than is actually the case when 
assessing the effects of casualty accumulation upon morale status. 

i) The morale status of Russian guard infantry is never affected by the accumula- 
tion of casualties. . 

j) When fighting on Russian soil, 2 Russian infantry count as 3 men in melees. 

k) Moscow Militia armied with pikes may not fire but count 2 points per man when 
meleeing cavalry frontally only and 1 point per man when meleeing combined arms or 
infantry. 

|) Russian grenadiers and guards may be used to crew artillery pieces, if the crews 
have been lost. 


2) Cavalry 
a) All Russian cavalry, except line cossacks, count 1 point extra per man in 
melee. 


b) Russian cossack cavalry may operate in areas of restrictive terrain (e.g. woods, } 
hills, etc.) with the same facility as light infantry in open order. 
c) Russian cossack cavalry may move up to 21" per turn when in open order (24" | 


if charging). 

d) Russian Bashkir cavalry is bow and arrow armed; it fires only at Medium or 
Point Blank range, and causes only one-half or less casualties. 
3) Artillery 

a) The Russians possess a 9 Ib. "licorne" howitzer which may be fired over ob- 
structions only if they are 12" or more away. The normal howitzer table is used to 
assess casualties. 

b) The Russians also possess an 18 Ib. licorne which operates as the 9 Ib. howitzer 
except that the heavy artillery table is used to assess casualties. 

c) Russian militia 6 lb. field artillery uses the horse artillery table to assess cas- 
valties, but in all other respects operates as regular field artillery. 
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THE AUSTRIAN ARMY: 
1) Infantry 

a) Austrian or Hungarian infantry operating in double columns are treated as 
squares when attacked frontally by opposing cavalry. 

b) Grenz "line" infantry formations may disperse into open order. 

c) The Shutzen companies of Grenz formations (armed with rifles) use the Long 
Range Musketry Table up to 18" and the Medium Range Musketry Table up to 12". Be- 
cause of their slower rate of fire, Shutzen are not counted as elites for purposes of mus- 
ketry fire. 

d) In melees against troops in open order, Grenz formations themselves in open 
order count each 2 men as 3. 

e) Austrian grenadiers may be used to crew artillery pieces if the crews have been 
lost. 

2) Cavalry 

a) Austrian Cuirassiers have only breast plates, so fire from flank or rear causes 
full casualties rather than one-half. 
3) Artillery 

a) Austrian horse artillery moves 3" less than normal (i.e. 15") and may not move 
and fire in a single turn. 


THE PRUSSIAN ARMY: 


1) Infantry 

a) Prussian infantry prior to 1807 moves at the same movement distances as given 
above for Russian Infantry. 

b) Prussian infantry column-charging add to their melee capability; count each 
4 figures as 5 when melee occurs. 

c) Prussian Jagers, rifle armed, fire as Austrian Grenzers, (non-elite for fire). 

d) Prussian grenadiers and guards may be used to crew artillery pieces if the 
crews have been lost. 
2) Cavalry 

a) Prussian cuirassiers do not, in fact, have cuirasses, so musket fire is computed 
at full effect. 

b) Prussian guard cuirassiers are equipped with demi-cuirasses, so treat them the 
same as Austrian cuirassiers for purposes of computing casualties from musket fire. 

c) Prussian militia Jagers (mounted) are considered as regulars for purposes of 
morale. 
3) Artillery 

a) Prussian field guns may be hand pulled (or pushed) 3" (prolonged) and still 
fire. 


THE BRITISH ARMY: 


1) Infantry 

a) British line infantry, due to their training, is considered as elite for purposes 
of both musket fire and morale. 

b) British light infantry, grenadiers, fusiliers, and guards are considered as 
counting as 3 for each 2 firing. 

c) British light infantry, grenadiers, and fusiliers check morale as if they were 
guards. 

d) British guards add 1 to their morale dice. 

e) British rifles use the Long Range Musketry Table up to 18" and the Medium 
Range Musketry Table up to 12", firing as elites, and for purposes of morale they are 
considered guards. The melee as regulars. 

f) British grenadiers, fusiliers and guards may be used to crew artillery pieces if 
the crews have been lost. 
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g) Scots Highland units (kilted) fire as elites and are considered as guards for 
purposes of morale and melee as grenadiers. 

h) Spanish line infantry are considered as militia for purposes of both musket fire 
and morale. 

i) Spanish light and guard infantry are considered as regulars for purposes of both 
musket fire and morale. 

i) Spanish militia infantry check morale with a subtraction of 1 from dice rolls. 

k) Spanish infantry melee normally. 

1) Brunswick "Advance Guard" companies which are equipped with rifles fire as 
British rifles but without being considered as elite. 

m) Brunswick "Advance Guard" and "Life" units are considered as elite for purposes 
of both fire (unless rifle armed) and morale, and they are considered as light guards for 
purposes of melee. 

n) King's German Legion infantry armed with rifles fire as Brunswick rifles and are 
considered as elite for morale. 

2) Cavalry 

a) British cavalry of all types, due to indiscipline, takes two turns to reform after 
a successful melee or attempted contact in which the enemy breaks. 

b) British cavalry count one higher for morale purposes (so militia is considered 
regular, regular as elite, etc.). 

c) Spanish cavalry count one grade lower than the unit is for morale purposes 
(guard is considered elite, elite as regular, etc.). 

d) Hanorvarian hussars are considered as regulars (not elites) for purposes of 
morale. 

3) Artillery 

a) British howitzers have a greater shrapnel effect, sothey add 1 to the casualty 

figures given on the ARTILLERY ROUNDSHOT FIRE TABLE. 


THE MINOR POWER ARMIES (including the armies of Poland, The Netherlands, Italy, 
Naples, Westphalia, Bavaria, Saxony, Berg, Hesse-Darmstadt, Nassau, Baden, Wurt- 
temburg, Neuschatel, Denmark, Sweden, and Hesse-Cassel) : 

1) Infantry 

a) The guard infantry of all minor power armies (except the Neopolitan Army) are 
considered elite for the purpose of assessing morale status due to the accumulation of 
casualties and are counted one point less than normal for guards in melee. (i.e. 2 
points for light-guards and 3 points for heavy guards. 

b) The guard infantry of the Neopolitan Army is considered line for the purposes 
of assessing morale status due to the accumulation of casualties and are counted 2 points 
less than normal for guards in melee. (.e. 1 point for light guards and 2 points for heavy 
guards). 

c) The line infantry of The Neopolitan Army is considered militia for the purpose 
of assessing morale status due to the accumulation of casualties and are counted as 
militia in melee. 

2) Cavalry 

a) Polish lancers are valued at 3 points per man in melee instead of 2. 

b) All Saxon cavalry is counted 1 point per man more than normal in melee. 

c) All Minor power guard cavalry are counted as elites for the purpose of assess- 
ing morale status due to the accumulation of casualties and as non-guard cavalry of the 
appropriate kind in melee. 

3) Artillery 
a) Swedish horse howitzers may move and fire as other horse artillery. 
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"The constitution of the Imperial legion may be described in a few words. The heavy- 
armed infantry, which composed its principle strength, was divided into ten cohorts, 
and fifty-five companies, under the orders of a correspondent number of tribunes and 
centurions. The first cohort, which always claimed the post of honour and the custody 
of the eagle, was formed of eleven hundred and five soldiers, the most approved for 
valour and fidelity. The remaining nine cohorts consisted each of five hundred and 
fifty-five; and the whole body of legionary infantry amounted to six thousand one hun- 
dred men". 


- GIBBON DECLINE AND FALL OF THE ROMAN EMPIRE 





PART Ill: ORGANIZATION: INTRODUCTION 


The armies of Europe in the days of Napoleon were in many cases organized along 
widely divergent lines. These differences in organization were often reflections of the 
nations' means and their "national characters" and, in any case, affected profoundly 
the behavior of the respective armies in battle. 

Two systems of organization follow% The first accounts for the basic differences in 
organization among the armies without considering such nuances as company strengths 
(which in any case fluctuated greatly) and extraordinary units. This system is a comp- 
romise between historicity and playability which, | think, is made without essential 
loss to the former, and without injury of any kind to the latter. 

The second system of organization is intended for the wargamer who clearly knows 
what he is about and who desires further historical accuracy and, more importantly, 
who is willing to make an additional effort in preparation for his games so that he may 
enjoy them more fully. 

In most cases the organizational stipulations in this section are not based upon orig- 
inal research. Rather, much information comes from secondary sources, most notably 
Ray Johnson's two booklets, Napoleonic Organization, and Fred Vietmeyer's organi- 


zational tables in Column, Line, and Square (unpublished), and including other sources 
mentioned in the Bibliography. ** 


* Note: The organization of artillery is the same for all Major Power armies under both 
systems. The types of artillery available to both armies are also the same. See the table 
of units at the end of the System of Organization | section. 


** In cases in which the tables of organization herein prove inadequate or unsatisfactory 
see Ray Johnson's booklets and Napoleonic Army Organization, 1812 by Fred Viet- 
meyer. 
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SYSTEM OF ORGANIZATION 1: (including only the Major Power Armies) 


A) The infantry companies of all nations shall consist of 6 men mounted Upon a move- 
ment tray, except for those of Great Britain and Austria-Hungary. British companies 
shall consist of 4 men mounted upon a movement tray and Austrian companies shall con- 
sist of 8 men on a tray, Light infantry shall in all cases be mounted upon split trays. 

B) The cavalry squadrons of all nations shall consist of two movement trays with 4 
cavalry mounted upon each. 

C) The artillery batteries of all nations shall consist of an artillery piece and 4 artil- 
lerists mounted upon a movement tray. 

D) Sappers, train, and the like of all nations shall operate in companies of 1 man, 
mounted upon a movement tray. 

1) Infantry: 
The Infantry of the major powers shall be organized as follows: 


Country number of line number of grenadier number of light number of regimental 


companies per companies per companies per battalions command co.? 
line battalion line battalion line battalion per regiment (consisting of 
2 normal 
company ) 
France 4 ] ] 3 yes 
Russia 3 1/2 1/2 2 no 
Austria 6 0 0 2 no 
Prussia 4 0 0 Zz no 
Britain 8 ] 1 ] yes 
2) Cavalry: 
The cavalry of the major powers shall be organized as follows: 
Country number of squadrons regimental command company? 
per regiment (consisting of 1 normal troop) 
France 4 yes 
Russia 4 (heavy cavalry) no 
8 (light cavalry ) 
Austria 6 (heavy cavalry) no 
8 (light cavalry) 
Prussia 4 yes 
Britain 4 yes 


Note: The only exception to the listed organization is the Russian Cossacks. 
Cossacks: 2 men per troop 

2 troops per squadron 

4 squadrons per regiment 

2 man regimental command tray 


3) Types of Units: 
The major powers possess each of the following types of units: 


France Russia Austria Prussia Britain 

militia infantry militia infantry militia infantry militia infantry line infantry 
line infantry line infantry line infantry line infantry light infantry 
light infantry grenadier infantry grenadier infantry light infantry fusilier infantry 
light guard inf. light infantry light infantry rifle-light inf. | Highland inf. 


heavy guard inf. light-grenadier inf. _rifle-light infantry grenadier inf. Highland light inf. 
light-guard infantry Hungarian line inf. heavy guard inf. rifle-light infantry 


light cavalry heavy guard inf. Hungarian grenadier freicorps infantry heavy guard inf. 
hussars Grenzer light inf. King's German 
lancers Cossacks militia light cav. Legion inf.(KGL) 
dragoons light cavalry light cavalry militia lancers KGL light inf. 
cuirassiers lancers hussars light cavalry KGL rifle-light inf. 
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light guard cav. 
heavy guard cav. 
guard lancers 
guard dragoons 


field artillery 
horse artillery 


heavy artillery 
how itzers 

guard field art. 
guard horse art. 
guard heavy art. 
guard howitzers 


artillerists 
sappers 

train 

guard artillerists 


guard sappers 


hussars 
dragoons 
cuirassiers 
guard hussars 
guard lancers 
guard dragoons 


guard cossacks 
guard cuirassiers 


militia field art. 
field artillery 

horse artillery 
heavy artillery 

how itzers 

"licorne" howitzers 
guard horse artillery 


artillerists 
sappers 

train 

guard artillerists 


lancers 
dragoons 
cuirassiers 


field artillery 
horse artillery 


heavy artillery 
howitzers 
artillerists 


sappers 
train 


lancers 
hussars 
dragoons 
cuirassiers 


light cavalry 
hussars 
dragoons 


guard hussars(1 sd.) guard dragoons 


guard dragoons 
(1 sd.) 
vard lancers 


1 sd.) 


freicorps light cav. 


freicorps lancers 
freicorps hussars 


militia field art. 
field artillery 
heavy artillery 
horse artillery 
howitzers 


artillerists 
sappers 
train 


heavy guard 
cavalry 


KGL hussars 
KGL dragoons 


field artillery 
horse artillery 
heavy artillery 
howitzers 

KGL field artillery 
KGL horse artillery 


artillerists 
sappers 
train 


KGL artillerists 


SYSTEM OF ORGANIZATION II (including a comprehensive account of the Major 
Power Armies and a section on the armies of selected Minor Powers) : 


1) THE GRANDE ARMEE OF FRANCE C. 1812: 
A) Organization: The line battalion 
1) number of men per company (per moving-tray) -6 
2) number of companies per battalion -4 line, 1 grenadier, | light (split moving- 
tray ) 
3) number of battalions per regiment - 3 (regimental command consists of one 6 
man tray) 
B) Organization: The normal cavalry regiment 
1) number of men per troop (per moving-tray - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 
man tray) 
C) Types of Infantry 


Type of Unit Organization 


described in A 

same as line infantry 

same as line infantry except 4 companies, grenadiers 
constitute a battalion 

4 men per company; 8 companies per battalion; 2 bat- 
talions per regiment (with | battalion velites; regi- 
mental command consists of one 4 man company ) 

same as light guard infantry 

8 men per company; 5 companies per battalion; 1 
battalion per regiment (with 2 battalions light or 
heavy guard; regimental command consists of one 4 
man company ) 

same as velites except operate as independent 
battalions 

same as flanker grenadiers 

& men per company; 6 companies per battalion; operate 
as independent battalions 
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1) line infantry 
2) light infantry 
3) massed grenadiers 


4) light guard infantry 


5) heavy guard infantry 
6) velites (light guards) 


7) flanker grenadiers 
(light guards) 

8) flanker light infantry 

9) marines (light guards) 


10) sappers and train operate as 1 man companies 
11) artillerymen each gun is manned by 4 artillerymen 


D) Types of cavalry 
Types of Unit 
1) light cavalry 
2) dragoons 
3) hussars 
4) lancers 
5) cuirassiers 
6) guard light cavalry 


7) guard dragoons 


8) guard lancers 


9) horse grenadiers 
(guard heavy cavalry) 

10) Lithuanian Tartars 
(guard light cavalry) 

11) Mamelukes (guard 
light cavalry ) 


Organization 
same as normal cavalry organization 
same as normal cavalry organization 
same as normal cavalry organization 
same as normal cavalry organization 
same as normal cavalry organization 
same as normal cavalry regiment, except 6 squadrons 
per regiment 
5 men per troop; 2 troops per squadron; 4 squadrons 
per regiment (legimental command consists of one 5 
man troop; | squadron of Lithuanian Tartars consisting 
of two 3 man troops is attached to each regiment) 
2 regiments are same as normal cavalry except 5 
squadrons to the regiment. 1 regiment is normal except 
that it has 10 squadrons 
same as normal cavalry except that 1 squadron Lithu- 
anian Tartars is attached. 
3 men per troop; 2 troops per squadron, attached to 
guard dragoons and horse grenadiers 
same as Tartars except attached to guard light cavalry 


(Note that the preceeding list of French units and their organizations does not include 
various foreign units attached to the French Guard, or foreign elements of the Grande 
Armee as a whole. These units are many and their organizations various (see VI. Minor 
Power Armies and Napoleonic Organization: France and Her Satellites. Ray Johnson 


The Wargamer's Library Vol. II). 
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RUSSIA 


2) THE RUSSIAN ARMY C. 1812 
A) Organization: The Line Battalion 
1) number of men per company (per moving-tray) -6 
2) number of companies per battalion 3 line 1/2 grenadier 1/2 light (the gren- 
adiers and light form a single company and are mounted upon a split moving- 
tray) 
3) number of battalions per regiment 2(regimental command has no separate 
company ) 
B) Organization: The Normal Light Cavalry Regimen 
1) number of men per troop (per moving-tray ) - 4 
2) number of moving-trays per squadron - 2 
3) number of squadrons per regiment-10 (regimental command has no separate 
comapny ) 
C) Organization: The Normal Heavy Cavalry Regiment ** 


t** 


1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 5 (regimental command has no separate 


company ) 
D) Types of Infantry 
Type of Unit Organization 
1) line infantry described in A 
2) grenadier infantry same as line * 
3) light infantry same as line except 4 men per company 
4) light grenadier same as light 
5) light guard infantry same as jager infantry 
6) heavy guard infantry same as line 
7) sappers and train operate in 3 man companies 
8) artillerymen each gun is manned by 4 artillerymen 
9) militia infantry as line except 8 man companies, no elites 


* A grenadier battalion is attached to each regiment of line infantry. Grenadiers 
are also formed into independent regiments of 3 battalions each. A jager-grena- 
dier battalion is attached to each regiment of jagers. 


E) Types of Cavalry 


Type of Unit Organization 

1) light cavalry described in B 

2) hussars same as light cavalry except 5 squadrons** are 
considered lancers; the other 5 are ordinary 
hussars* * 

3) cossacks 2 men per troop, 2 troops per squadron, 4 squad- 


rons per regiment (regimental command consists of 
one 2 man company) 


4) dragoons as normal heavy cavalry 

5) cuirassiers as normal heavy cavalry 

6) lancers as normal light cavalry 

7) guard hussars as normal light cavalry 

8) guard cuirassiers as normal heavy cavalry 

9) guard cossacks as normal cossacks except 8 squadrons per regi- 
ment 


** Note that there is some controversy as to the number of squadrons in each Russian 
cavalry unit which were used as depot squadrons during 1812. The number listed in the 
proceeding tables of organization is the number of squadrons per regiment without de- 
tachments. At least 1 squadron of the normal heavy cavalry regiments was detailed to 


29 





depot duty, and 2 squadrons of the normal light cavalry regiments were probably used 
for this purpose. Players may therefore wish to employ only 4 squadrons in their heavy 
cavalry regiments and 8 squadrons in their light cavalry. If this principle is adhered to, 
Russian hussar regiments would contain 4 squadrons of lancers and 4 squadrons of hussars. 
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THE AUSTRIAN ARMY C. 1809 (The Austrian army that fought for Napoleon in 


1812 was incompletely organized: therefore the 1809 organization is used. It resembles 
the army of 1813 and may be used for all campaigns against the French from 1809-1815): 


A) Organization: The Austrian (or "German" ) Line Battalion 


B) 


C 


— 


D) 


number of men per company (per moving-tray) -8 

number of companies per battalion -6 

number of battalions per regiment -3 (regimental command has no separate 
company - 3rd battalion was after militia so not present) 


Organization: The Hungarian Line Battalion 


1) 
2) 
3) 


number of men per company - 10 

number of companies per battalion - 6 

number of battalions per regiment - 3 lines; 1 grenadier (grenadiers have diff- 
erent organization; no regimental command company ) 


Organization: The normal light cavalry regiment 


1) 
2) 
3) 


number of men per troop (per moving-tray) - 3 
number of troops per squadron - 2 
number of squadrons per regiment - 8 (regimental command has no separate 


company ) 


Organization: The normal heavy cavalry regiment 


1) 
2) 
3) 


number of men per troops (per moving-tray) - 3 
number of troops per squadron - 2 
number of squadrons per regiment - 6 (regimental command has no separate 


company ) 
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E) Types of Infantry 
Type of Unit 
1) The Austrian or "German" 
line battalion 


2) The Hungarian line 
battalion 

3) The Grenzer line 
battalion 


4) The Austrian or "German" 
grenadier battalion 

5) The Hungarian grenadier 
battalion 

6) The light battalion 


7) The foot cossack 
battalion 

8) The militia battalion 

9) sappers and train 

10) Artillery men 


F) Types of Cavalry 
Type of Unit 


1) light cavalry 
2) dragoons 

3) cuirassiers 
4) lancers 


5) hussars 





Organization 


described in A 
described in B 


same as Austrian line except 1 company rifle 
equipped (Grenz infantry companies are mounted 
upon split moving-trays ) 

same as Austrian line only 6 figures per company 


same as Austrian grenadiers 


same as line except 6 men per company, mounted 
upon a split moving-tray 

6 men per company (mounted upon split moving- 
tray) 4 companies per battalion 

same as Austrian line 

operate in 1 man companies 

each gun is manned by 4 artillerymen 


Organization 


described in C 
as heavy cavalry (see B) 
as heavy cavalry 
as light cavalry 
same as light cavalry except 10 squadrons per 
regiment 


PRUSSIA 
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4) THE PRUSSIAN ARMY C, 1813 (The Prussian army fought for Napoleon in 1812. 


The 1813 organization is used): 


A) Organization: The Line Battalion 
1) number of men per company (per moving-tray) - 8 
2) number of companies per battalion - 4 
3) number of battalions per regiment 3 (no separate regimental command ) 


B) Organization: The Normal Cavalry Regiment 
1) number of men per troop (per moving-tray) -3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of 1 troop) 


C) Types of Infantry 


Type of Unit 

1) line infantry battalion 

2) freicorps infantry 
battalion 


3) light battalions 


4) rifle battalions 
5) grenadier battalions 


6) militia battalions 
7) heavy guard battalions 
8) sappers and train 
9) artillery 
D) Types of Cavalry 
Type of Unit 
1) light cavalry 
2) hussars 
3) militia light cavalry 
4) cuirassiers 
5) lancers 
6) militia lancers 
7) guard cavalry 


8) freicorps cavalry 


Organization 
described in A 
same as line except 2 battalions in each regiment 
have a 2 man company of jagers attached. 1 bat- 
talion has three 8 man musketeer companies, one 
6 man jager company (on split moving-trays) and 
one 2 man jager company 
four 6 man companies per battalion (split moving- 
trays) 2 battalions combined with | battalion 
rifles in a regiment. 
organized as lights, 1 battalion rifles combined 
with 2 battalions lights in regiment 
same as line except operated in single battalions, 
usually attached to a brigade 
same as line 
same as line except operated as single battalions 
operate in 1 man companies 
each gun is manned by 4 artillerymen 


Organization 
as "normal" cavalry (described in B) 
as "normal" cavalry (described in B) 
as "normal" cavalry (described in B) 
as "normal" cavalry (described in B) 
as "normal" cavalry (described in B) 
as "normal" cavalry (described in B) 
consists of 6 man squadrons of (1 each) of: 
dragoons, hussars, lancers and cossacks per 
regiment 
consists of 6 man squadron of (1 each) of: 
light cavalry, lancers, and 3 - 6 man squadrons 
of hussars 


5) THE BRITISH ARMY C. 1805-1815 (with the armies of Spain, Portugal, and 
Brunswick and the King's German Legion, including the separate army of Hanover): 


A) Organization: The British Line Battalion: 
1) number of men per company (per moving-tray) - 4 
2) number of companies per battalion - 8 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 1 (regimental command consists of one 


4 man company 


B) Organization: The King's German Legion Line Battalion 
1) number of men per company (per moving-tray) - 4 
2) number of companies per battalion - 8 line; 1 light; 1 grenadier 


32 


‘I =~" ; \- WA 


Me Zz  aaeerat 
Vill Thi 


mae ENGLAND 





3) number of battalions per regiment - 1 (regimental command consists of one 4 
man company 
C) Organization: The Spanish Line Battalion 
1) number of men per company (per moving-tray) - 8 
2) number of companies per battalion - 4 
3) number of battalions per regiment - 3 (regimental command has no separate 
company ) 
D) Organization: The Portuguese Line Battalion 
1) number of men per company (per moving-tray) - 4 
2) number of companies per battalion - 7 
3) number of battalions per regiment - 2 (regimental command has no separate 
company ) 
E) Organization: The Brunswick Line Battalion 
1) number of men per company (per moving-tray) - 8 
2) number of companies per battalion - 4 
3) number of battalions per regiment - 3 (regimental command has no separate 
company ) 
F) Organization: The Hanovarian Line Battalion 
1) number of men per company (per moving-tray) - 8 
2) number of companies per battalion - 4 Hanovarian line; 2 KGL line 
3) number of battalions per regiment - 1 (regimental command has no separate 
company ) 
G) Organization: The Normal British Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 
man tray ) 
H) Organization: The Normal King's German Legion Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
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3) number of squadrons per regiment - 4 (regimental command consists of one 4 
man tray ) 
|) Organization: The Normal Spanish Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 5 (regimental command has no separate tray) 
J) The Normal Portuguese Cavalry Regiment 
1) number of men per troop (per moving-tray) - 2 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command has no separate 
company ) 
K) The Normal Brunswick Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command has no separate tray ) 
L) The Normal Hanoverian Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command has no separate tray ) 


M) Types of Infantry 


Type of Unit 


1) 


British line battalion (also 
regiment) 


Organization 
described in A 


2) King's German Legion line described in B 
battalion (also regiment) 
3) Spanish line battalion described in C 
4) Portuguese line battalion described in D 
5) Brunswick line battalion described in E 
6) Hanoverian line battalion described in F 
7) British fusilier line battalion same as normal British line battalion 
(also regiment) 
8) British Highland line same as normal British line except that com- 
battalion (also regiment) panies may be of 4 or 5 men. 
9) British Highland light same as Highland line 
10) British light battalion same as British line except that companies 
(also regiment) may be of 4or 5 men 
11) British rifle battalions same as British line except that companies 
(also regiment) may be of 4 or 5 men 
12) British heavy guard battalion same as British line except that companies 
may be of 4 or 5 men and regiments are com- 
posed of either 2 or 3 battalions 
13) King's German Legion light same as British line battalion 
battalion 
14) King's German Legion rifle same as British line battalion 
battalion 
15) Spanish light battalion 10 men per company (mounted upon split 
moving-tray); 6 companies per battalion; 2 
battalions per regiment; (regimental command 
has no separate company ) 
16) Spanish "National" 3 men per company; 8 companies per battalion; 


17) 


militia battalion 


Spanish "Urban" militia 
company 


2 battalions per regiment (no separate regi- 
ment (no separate regimental command) 

3 men per company (used as separate compan- 
ies in defense of Madrid) 


34 


18) 


19) 


20) 


21) 
22) 
23) 
24) 


25) 
26) 


27) 


Spanish guards 


Portuguese light battalion 
Portuguese dismounted 
dragoon regiment 
Portuguese militia 
Brunswick light battalion 


Brunswick "Life" light 


battalion 
Brunswick "Advance Guard" 
light battalion 


Hanoverian militia battalions 
British, King's German 

Legion, Spanish, Port- 

uguese and Brunswick 

sappers and train 

British, King's German Legion, 
Spanish, Portuguese and Bruns- 
wick artillerymen 


"Spanish Guards": 12 men per company; 4 
companies per battalion 3 battalions per reg- 
iment; "Walloon Guards" (same); 3 companies 
Garde du Corps, 12 men per company; one 12 
man company of halberdiers 

4 men per company (mounted upon split moving 
-trays); 7 companies per battalion (operate 

in battalions) 

3 men per troop; 2 troops per squadron; 4 
squadrons per regiment; (regimental command 
has no separate company ) 

4 men per company; 6 companies per battalion 
(operate as battalions) 

same as line (except mounted upon split 

mov ing-trays ) 

same as line (except mounted upon split 

mov ing-trays ) 

same as light battalion except 2 companies are 
armed with rifles 

same as line except 6 men per company 
operate in 1 man companies 


each gun is manned by 4 artillerymen 


Notes 1) Spain has some foreign regiments in service (Irish, Swiss, Neopolitan. VI. 


Minor power armies. 


2) Hanover has no independent artillery (although the King's German Legion 
does); Portugal has no horse artillery; Brunswick has no heavy artillery or 


howitzers. 


N) Types of Cavalry 


Type of Unit 


British light dragoons 

British dragoons 

British hussars 

British guard dragoons 

British guard heavy cavalry 
King's German Legion dragoons 
King's German Legion hussars 
Spanish dragoons 

Spanish light cavalry 

Spanish hussars 

Spanish guard crurassiers 


Portuguese dragoons 
Brunswick hussars 
Brunswick lancers 


Organization 


described in G 

described in G 

described in G 

described in G 

described in G 

described in H 

described in H 

described in | 

described in | 

described in | 
same as normal cavalry regiment except 6 
squadrons 

described in J 

described in K 
same as normal cavalry organization except 
only 1 squadron existed. When the army was 
reorganized (1814) the squadron was expanded 
(5 figures per tray, 2 trays and 1 command 
stand with 2 figures. 
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Vi. MINOR POWER ARMIES (including the armies of Poland, The Netherlands, Italy, 


Naples, Westphalia, Bavaria, Saxony, Berg, Hesse-Darmstadt, Nassau, Baden, Wurt- 
temburg, Neuchatel, Denmark, Sweden and Hesse-Casse): 
A) The Normal Polish Infantry Battalion 
1) number of men per company (per moving-tray ) 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 3 (regimental command consists of one 3 man 
tray ) 
B) The Normal Polish Cavalry Regiment 
1) number of men per troop (per moving-tray) -4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 man 


tray) 
C) Types of Units 
1) line infantry 5) cuirassiers 
2) lancers 6) horse artillery 
3) light cavalry 7) field artillery 
4) hussars 8) sappers and train 


Note: The Poles attach 3 man companies of sappers to each artillery piece. 
D) The Normal Dutch Infantry Battalion 
1) number of men per company (per moving tray) - 6 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 3 (regimental command consists of one 3 man 
company ) 
E) The Normal Dutch Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 man 


tray ) 
F) Types of Units 
1) line infantry 5) guard lancers 
2) light infantry 6) cuirassiers 
3) heavy guard infantry 7) field artillery 
4) guard hussars 8) horse artillery 


9) sappers and train 


G) The Normal Italian Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 4 (regimental command consists of one 3 man 
company ) 


H) The Normal Italian Cavalry Regiment 
1) number of men per troop (per moving-tray) -4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 man 


tray ) 


1) Types of Units 
1) line infantry 
2) light infantry 
3) light guard infantry (only 2 battalions per regiment) 
4) heavy guard infantry (only 2 battalions per regiment) 
5) light cavalry 
6) dragoons 
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7) guard dragoons (2 squadrons) 
8) field artillery 
9) horse artillery 
10) sappers and train 
11) guard field artillery 
12) guard sappers 
J) The Normal Neopolitan Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment 3 (regimental command consists of one 3 man 
company ) 
K) The Normal Neopolitan Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 man 
tray) 
L) Types of Units 
1) line infantry 
2) light infantry 
3) light guard infantry (2 battalions per regiment) 
4) heavy guard infantry ( 2 battalions per regiment ) 
5) guard marines (mounted as light infantry) 
6) light cavalry 
7) lancers 
8) dragoons 
9) hussars 
10) cuirassiers 
11) guard heavy cavalry 
12) field artillery 
13) horse artillery 
14) heavy artillery 
15) sappers and train 


M) The Normal Westphalian Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 3 (regimental command consists of one 3 man 
company ) 
N) The Normal Westphalian Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 man 
company ) 
O) Types of Units 
1) line infantry 
2) light infantry 
3) guard light infantry (1 battalion per regiment; 8 companies per battalion; 4 men 
per company) 
4) guard heavy infantry (1 battalion per regiment) 
5) light cavalry 
6) guard hussars 
7) guard lancers 
8) cuirassiers 
9) field artillery 
10) horse artillery 
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P) The Normal Bavarian Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line; 1 rifle; 1 grenadier 
3) number of battalions per regiment - 2 (regimental command consists of one 3 man 
company ) 
Q) The Normal Bavarian Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 3 man 


company ) 
R) Types of Units 
1) line infantry 8) guard heavy cavalry 
2) light infantry (6 squadrons per regiment) 
3) light cavalry 9) field artillery 
4) dragoons 10) heavy artillery 
5) hussars 11) howitzers 
6) lancers 12) sappers and train 


7) cuirassiers (6 squadrons per regiment) 


S) The Normal Saxon Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line and 1 light 
3) number of battalions per regiment - 2 (regimental command has no separate 
company 
T) The Normal Saxon Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 3 man 
tray) 
U) Types of Units 
1) line infantry 
2) light infantry (2 battalions per regiment) 
3) grenadier infantry (4 companies per battalion, 2 battalions per regiment) 
4) light cavalry 
5) hussars (8 squadrons per regiment) 
6) cuirassiers 
7) lancers (5 squadrons per regiment) 
8) field artillery 
9) sappers and train 
V) The Normal Berg Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 2 (regimental command consists of one 3 man 
tray) 
W) The Normal Berg Cavalry Regiment 
1) number of men per troop (per moving-tray) - 4 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 4 man 


tray) 
X) Types of Units 
1) line infantry 4) cuirassiers 
2) grenadier infantry 5) guard lancers (1 squadron) 
3) light cavalry 6) field artillery 


7) sappers and train 
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Y) The Normal Hesse-Darmstadt Infantry Battalion 
1) number of men per company (per moving-tray) - 8 
2) number of companies per battalion - 4 
3) number of battalions per regiment 2 line; 1 light 


Z) The Normal Hesse-Darmstadt Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 3 (regimental command has no separate 


AA) 


BB) 


CC) 


DD) 


EE) 


FF) 


GG) 


HH) 


| I) 


company ) 


Types of Units 

1) line infantry 

2) light infantry (organized into line regiments) 

3) light cavalry (1 squadron) 

4) hussars 

The Normal Nassau Infantry Battalion 

1) number of men per company (per moving-tray) - 6 

2) number of companies per battalion - 4 line; 1 light; 1 grenadier 

3) number of battalions per regiment - 2 (regimental command consists of one 3 
man company ) 

The Normal Nassau Cavalry Squadron (no regimental cavalry structure) 

1) number of men per troop (per moving-tray) - 3 

2) number of troops per squadron - 2 

Types of Units 

1) line infantry (2 regiments) 

2) light cavalry (2 squadrons) 

The Normal Baden Infantry Battalion 

1) number of men per company (per moving-tray) - 8 

2) number of companies per battalion - 6 

3) number of battalions per regiment - 2 (regimental command has no separate 
company ) 

The Normal Baden Cavalry Squadron 

1) number of men per troop - (per moving-tray) - 3 

2) number of troops per squadron - 2 

3) number of squadrons per regiment - 4 (regimental command has no separate 
company ) 

Types of Units 

1) line infantry (4 regiments) 

2) light infantry (1 battalion) 

3) guard infantry (1 battalion of 5 companies 

4) light cavalry (1 regiment) 

5) hussars (1 regiment) 

6) field artillery (2 batteries) 

7) horse artillery (1 battery) 

8) sappers and train 

The Normal Wurttemburg Infantry Battalion 

1) number of men per company (per moving-tray) - 8 

2) number of companies per battalion 3 line; 1 grenadier 

3) number of battalions per regiment - 2 (regimental command has no separate 
company ) 

The Normal Wurttemburg Cavalry Regiment 

1) number of men per troop (per moving-tray) - 3 

2) number of troops per squadron - 2 

3) number of squadrons per regiment - 3 (regimental command consists of one 3 
man company ) 
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JJ) 


KK) 


LL) 


MM) 


NN) 


Types of Units 

1) line infantry 

2) light infantry (2 battalions) 
3) rifles (2 battalions) 

4) light cavalry (2 regiments) 
5) dragoons (1 regiment) 

6) guard infantry (1 battalion) 


. 7) guard heavy cavalry (1 regiment) 


8) horse artillery (2 batteries) 
9) field artillery (2 batteries) 


10) guard field artillery (1 battery) 
11) howitzers (1 battery) 
12) sappers and train 


The Neuchatel Infantry Battalion (Neuchatel had only one battalion of infantry 
with two 6 lb. guns attached) 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 1 (with two 6 lb. guns; regimental com- 
mand consists of one 3 man company ) 
The Normal Danish-Norwegian Infantry Battalion 
1) number of men per company (per moving-tray) - 6 
2) number of companies per battalion - 4 line; 1 light; 1 grenadier 
3) number of battalions per regiment - 2 (regimental command consists of one 3 
man company ) 
The Normal Danish-Norwegian Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command consists of one 3 
man squadron) 
Types of Units 
1) line infantry 
2) light infantry (1 regiment) 
3) grenadier infantry (2 regiments) 
4) heavy guard infantry (1 regiment) 
5) light cavalry (4 regiments) 
6) dragoons (1 regiment with 6 squadrons) 
7) heavy cavalry (3 regiments) 
8) lancers (1 regiment) 
9) field artillery 
10) horse artillery 


OO) The Normal Swedish Infantry Battalion 


PP) 


QQ) 


1) number of men per company (per moving-tray) - 6 

2) number of companies per battalion - 6 

3) number of battalions per regiment - 3 (regimental command has no separate 
tray ) 

The Normal Swedish Cavalry Regiment 

1) number of men per troop (per moving-tray) - 2 

2) number of troops per squadron - 2 

3) number of squadrons per regiment - 6 (regimental command has no separate 
tray) 

Types of Units 

1) line infantry 

2) light infantry (2 battalions per regiment) 

3) grenadiers (3 battalions) 
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4) light guard infantry (1 battalion) 
5) heavy guard infantry (2 battalions in each of 2 regiments; 1 battalion in a 3rd; 
1 company light guard infantry attached to each battalion) 
6) light cavalry (1 regiment) 
7) hussars 
8) dragoons 
9) cuirassiers 
10) guard heavy cavalry (1 regiment) 
11) field artillery 
12) horse artillery 
13) horse howitzers 
14) sappers and train 
RR) The Normal Hesse-Cassel (Hessian) Infantry Battalion 
1) number of men per company (per moving-tray) - 8 
2) number of companies per battalion - 4 
3) number of battalions per regiment - 2 (regimental command has no separate 
tray ) 
SS) The Normal Hesse-Cassel (Hessian) Cavalry Regiment 
1) number of men per troop (per moving-tray) - 3 
2) number of troops per squadron - 2 
3) number of squadrons per regiment - 4 (regimental command has no separate 
company ) 
TT) Types of Units 
1) line infantry 
2) militia infantry 
3) light infantry 
4) heavy guard infantry (1 regiment) 
5) light guard infantry (1 battalion) 
6) hussars (1 regiment) 
7) dragoons (1 regiment) 
8) guard hussars (1 regiment) 
9) guard heavy cavalry (2 squadrons) 
10) field artillery 
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TABLE |. MUSKETRY FIRE: 


Point Blank Fire: 0" (contact) (number given is number of casualties inflicted on target): 


ures aye Die Roll: 1 2 3 4 5 6 
Iring: 

- - - 1 1 
2 - 2 
3 / 1 2 3 
4 2 2 3 3 
5 2 2 3 3 4 
6 2 2 3 3 4 4 
7 2 3 3 4 4 5 
8 3 3 4 4 5 5 
9 3 4 4 5 5 6 
10 4 4 5 5 6 6 
1 4 5 5 6 6 7 
12 5 5 6 6 7 7 
13 5 6 6 7 7 8 
14 6 6 7 7 8 8 
15 6 7 7 8 8 9 
16 7 7 8 8 9 9 
17 7 8 8 9 9 10 
18 8 8 9 9 10 10 
19 8 9 9 10 10 i. 
20 9 9 10 10 1 1 
21 9 10 10 1 1 12 
22 10 10 1 1 12 12 
23 10 1 1 12 12 13 
24 1 1 12 12 13 13 
25 1 12 12 13 13 14 
26 12 12 13 13 14 14 
27 12 13 13 14 14 15 
28 13 13 14 14 15 15 
29 13 14 14 15 15 16 
30 14 14 15 15 16 16 
31 14 15 15 16 16 17 
32 15 15 16 16 17 17 
33 15 16 16 7 17 18 
34 16 16 17 17 18 18 
35 16 17 17 18 18 19 
36 17 17 18 18 19 19 
37 17 18 18 19 19 20 
38 18 18 19 19 20 20 
39 18 19 19 20 20 21 
40 19 19 20 20 21 21 
4| 19 20 20 21 21 22 
42 20 20 21 21 22 22 
43 20 21 21 22 22 23 
44 21 21 22 22 23 23 
45 21 22 22 23 23 24 
46 22 22 23 23 24 24 
47 22 23 23 24 24 25 
48 23 23 24 24 25 25 
49 23 24 24 25 25 26 
50 24 24 25 25 26 26 
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Medium Range Fire: 6" or less (number given is number of casualties inflicted on target): 
| 


Number of men Die Roll: ] 2 3 4 5 6 
firing: T= — sl we, a Pind 
1 - - - - 1 ] 
2 - - ] ] ] ] 
3 ~ ] 1 ] 1 2 
4 1 ] ] ] 2 2 
5 ] ] 1 2 2 3 
6 ] ] 2 2 3 K 
7 ] 2 2 3 3 3 
8 2 2 2 3 3 4 
9 2 2 3 3 4 4 
10 2 3 3 4 4 4 
1] 3 3 3 4 4 5 
12 3 3 4 4 | 5 
13 3 4 4 5 5 =| 
14 4 4 4 5 | 6 
15 4 4 5 5 6 6 
16 4 5 3 6 6 6 
17 a 5 5 6 6 7 
18 5 5 6 6 7 7 
19 5 6 6 7 7 7 
20 6 6 6 7 7 8 
21 6 6 7 7 8 8 
22 6 7 7 8 8 8 
23 7 7 7 8 8 9 
24 7 7 8 8 9 9 
25 7 8 8 9 9 9 
26 8 8 8 9 9 10 
27 8 8 9 9 10 10 
28 8 9 9 10 10 10 
29 9 9 9 10 10 1] 
30 9 9 10 10 1] 1] 
3] 9 10 10 1] 1] 1] 
32 10 10 10 1] 1] 12 
33 10 10 1] 1] 12 12 
34 10 1] 1] 12 12 12 
35 1] 1] 1] 12 12 13 
36 1] 1] 12 12 13 13 
37 1] 12 12 13 13 13 
38 12 12 12 13 13 14 
39 12 12 13 13 14 14 
40 12 13 13 14 14 14 
4] 13 13 13 14 14 15 
42 13 13 14 14 15 15 
43 13 14 14 15 15 15 
44 14 14 14 15 15 16 
45 14 14 15 15 16 16 
46 14 15 15 16 16 16 
47 15 15 15 16 16 17 
48 15 15 16 16 17 17 
49 15 16 16 17 17 17 
50 16 16 16 17 17 18 
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Long Range Fire: 12" or less (number given is number of casualties inflicted on target): 


Number of men 


Die Roll: 


firing: 


-—-- —_— — NNNNNNMOOMOOMOMOOOO TTY TFTFsrTnNnnnnnnsd ws wv vo vo oO 


tRK— ee ee ee NNNNNNMOOMOOMOOO YOST ST TFsrTny)Nnnnnn sd vo sv o 


a NANNNNNMMMMNOMOMOHYTYTYTTTTNNNNNNMN OOD 


es NNNNNNMOOMOMOOMOOOOTTNTHTHYFTnNnNnnnnn sd so 


| ee NNNNNNMOOMOOOOOA TT HTHsrTFTnNnnnnwn sd 


es ee ee NNNNNN MOMOOMOOMOOMOOOWTT TN YTFTsrTunonnwn wy 


—-NOATNMOR DWDAOKNOWTNOOR DAA O—-— NO 
ae OR eee NNNN 


co CO CO O O&O & O 


co CO OO CO O&O 


Mm C CO CO CO CO CO 


m™ hr © CO CO CO OO 


NmNmHe K&R CO CO CO O 


NmNmemE RE B&R ©O CO 
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TABLE Il. ARTILLERY ROUNDSHOT FIRE TABLE: 


A) Horse Artillery (and all 3-5 Ib. guns) (number given is number of hits on constructions 


or casualties on troops): 


Die Roll: Range: fy Z 3° 4' = 6' bi 
l 3 2 2 l - - - 
2 4 3 2 | ] - - 
3 4 3 2 1 | - - 
4 4 3 3 2 l l - 
5 4 3 3 2 l l ~ 
6 5 4 3 2 2 ] - 


B) Field Artillery (and all 6-11 lb. guns) (number given is number of hits on construc- 


tions or casualties on troops): 


Die Roll: Range: i 2' 3' 4' ~ jy 6' 7 
] 3 2 2 1 ] - - 
2 4 3 2 2 1 ] - 
3 4 3 2 2 ] ] - 
4 4 3 3 2 2 1 ] 
5 4 3 3 2 2 ] ] 
6 5 4 3 3 2 2 ] 


C) Heavy Artillery (and all 12-12+ lb. guns) (number given is number of hits on con- 


structions or casualties on troops): 


Die Roll: Range: I' Y 3' 4' 3" 6' 7' 
] 4 3 3 2 2 | l 
2 4 4 3 3 2 2 ] 
3 4 4 3 3 2 2 | 
4 5 4 4 3 3 2 2 
5 | 4 4 3 3 2 2 
6 5 5 4 4 3 3 2 

D) Howitzers (number given is number of hits upon constructions or casualties on troops): 

Die Roll: Range: 2' 3' 4' x 6' a 
] 4 3 2 | ] - - 
2 4 4 3 2 ] - - 
3 4 4 3 2 ] - - 
4 5 4 3 2 2 1 - 
§ 5 4 3 2 2 1 - 
6 5 5 4 3 2 1 . 
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TABLE II]. ARTILLERY CANNISTER FIRE TABLE: 


(The number appearing on the table is the number of dice rolled to inflict casualties. 
The sum of the numbers shown on the dice is the number of casualties.) 


Type of Gun Range: 2-1/2' 2' 1-1/2' L 1/2' 
Horse Artillery 

(and all 3-5 Ib. guns) “ 2 1 2 3 
Field Artillery 

(and all 6-11 Ib. guns) - ] l 2 3 
Heavy Artillery 

(and all 12-12+ Ib. guns) ] ] 2 3 4 
How itzers - ~ 2 3 4 


TABLE IV. COUNTER-BATTERY FIRE TABLE 


(Roll two dice; the number appearing on the table is the number which must be rolled to 
destroy the target artillery piece.) 


Type of Gun Range: 1' y A 3° 4' ay 6' 7" 
Horse Artillery 


(and any 3-5 |b. gun) ke) 4 3 2 - - - 
Field Artillery 

(and any 6-11 Ib. gun) 6 5 4 3 2 - - 
Heavy Artillery 

(and any 12-12+ Ib. gun) 7 6 5 4 3 2 - 
How itzers 7 6 6 3 - - - 
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-MELEE RESULTS TABLE- 


ODDS RATIO 
DIE ROLL 


Ww 


Nn 


Oo 


NIAAA 
NININININIAY 
- 


(Odds greater than 4:1 count as 4:1) 


EXAMPLE: 
Result Larger Side: Result Smaller Side: 
loses 5x the result loses 10x the result 
of a die roll % of of adie roll % of 
the smaller side its figures and 
figures. retreats 3". 


> 
foo} 


TERRAIN TYPE 






MOVEMENT 


FORMED 
TROOPS MOVE 
ONE HALF 
SPEED ON 
SLOPES 


ARTILLERY & 
FORMED CAV- 


ALRY MAY 
NOT ENTER 


FORMED 


AT ONE HALF 
SPEED 


TAKES ONE 
HALF MOVE- 


MENT TO 
CROSS 


ARTILLERY 


AND FORMED 
CAVALRY MAY 
NOT CROSS 


ALL UNITS 
MAY CROSS 


AT ONE HALF 
SPEED 


ARTILLERY 
MAY NOT 
CROSS 

OTHER UNITS 
MAY CROSS AT 
ONE FOURTH 
SPEED 


ALL UNITS 
MAY CROSS 
AT ONE HALF 
SPEED 


ARTILLERY 
MAY NOT 
ENTER 


OTHER UNITS 
CROSS AT ONE 
HALF SPEED 


= FERRAIN EPFPECTS CHART = 


MUSKETRY 


FIRE NOT 
ALLOWED 
AGAINST 
TROOPS ON 
REVERSE 
SLOPES OR 
BEHIND 
HILLS 


ARTILLERY 
ROUNDSHOT 


ARTILLERY 
CANNISTER 


FIRE NOT 
ALLOWED 
AGAINST 
TROOPS ON 
REVERSE 
SLOPES OR 
BEHIND 
HILLS 


FIRE NOT 
ALLOWED 
AGAINST 
TROOPS ON 
REVERSE 
SLOPES OR 
BEHIND 
HILLS 


MAY NON— 

HOWITZER 

— OPTIONAL — ARTILLERY 

MELEE VISIBILITY FIRE OVER? 





TROOPS DO 
NOT RECEIVE 
CHARGE 
BONUSES 
WHEN AT—- 
TACKING 
OPPOSING 
TROOPS ON 
A HILL 


HILLS 
OBSTRUCT 
LINE -OF — 
SIGHT 





THROUGH 
TROOPS MOVE]A WOODS AS 


RANGE LIMIT 
ED TO 6" 


AT TROOPS 


NO EFFECT NO EFFECT 


RANGE LIMIT-+ RANGE LIMIT-—|RANGE LIMIT— 
ED TO 6" ED TO 6" 


COUNT EACH 


HALVE CASU— 
ALTIES 
AGAINST 
TROOPS IN 


HALVE CASU- 
ALTIES 
AGAINST 
TROOPS IN 


2 MEN FIRING 


1 ON THE 
MUSKETRY 
TABLE 


FRACTIONS 
DOWN 


FRACTIONS 
DOWN 


HALVE CASU- 
ALTIES 


AGAINST AGAINST 
TROOPS BE- TROOPS BE- 
HIND HEOGES |HIND HEDGES 
TAKES 6 

"HITS" TO 

REMOVE A 3" 

SECTION 


HALVE CASU- 
ALTIES 
COUNT EACH 
2 MEN FIRING 


BEHIND A 
HEDGE AS 1 
ON THE MUS— 
KETRY TABLE 


NO EFFECT 


TROOPS 
CROSSING A 
RIVER MAY 


NOT FIRE 


NO EFFECT NO EFFECT 


TROOPS 
CROSSING A 
A FORD MAY 
NOT FIRE 


ARTILLERY 
CROSSING A 
FORD MAY 
NOT FIRE 


ARTILLERY 
CROSSING A 


TROOPS IN 
SWAMP MAY 
NOT FIRE 
COUNT 2 MEN 
AS 1 FIRING 
AT TROOPS 
IN SWAMPS 





HALVE CASU- 
ALTIES 
AGAINST 
TROOPS IN 
SWAMPS AND 
ROUND FRAC— 
TIONS DOWN 


HALVE CASU-— 
ALTIES 
AGAINST 
TROOPS IN 
SWAMPS AND 
ROUND FRAC— 
TIQNS DOWN 
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NO CHARGES 
ARE ALLOWED 


LIMITED 
TO 


RANGE LIMIT—|]RANGE LIMIT— 
ED TO 6" ED TO 6" 


Go 
IN WOODS 


COUNT EACH 

2 MEN AT- 
TACKING 
TROOPS AT 
THE EDGE OF 
A WOODS AS 1 
WHEN ASS— 
ESSING MELEE 
POINTS 


NO CHARGES LIMITED TO 
ARE ALLOWED | 6" 
AGAINST 

TROOPS BE- 

HINO HEOGES 

COUNT EACH 2 

MEN ATTACK— 

ING TROOPS 

BEHIND A 

HEOGE AS 1 

WHEN ASSES 

ING MELEE PTS 

NO EFFECT NO EFFECT 
NO EFFECT 


NO EFFECT 


TROOPS MELEE 
ON EMERGING 
TURN COUNT 2 


MEN AS 1 


WHEN ASSES 
ING MELEE 
POINTS 


TROOPS 
MELEED ON 
EMERGING 
TURN COUNT 2 
MEN AS 1 
WHEN ASSES 
ING MELEE 
POINTS 


LIMITED TO 
6" 


NO EFFECT 





— CONSTRUCTIONS EFFECTS CHART - 


MAY NON- 
\ niche HOWITZER 
patie; telat MUSKETRY ROUND SHOT _ CANNISTER VisibItity FIRE Oe, 









































LIMITED TO 
6" 
TROOPS INSIDE! 
HOUSES AS 1 
HOUSE MUST |ON THE MUS— 
REFORM DUR— |KETRY FIRE 
ING 1ST HALF |TABLE ARE DIVIDIED 
OF MOVE BY 3, FRAC-— 
FORMED UNITS 
MAY DETACH DOWN 
COMPANIES 
INTO HOUSES 
COUNT 2 MEN ]3 ®"HITS"DES— 
FIRING AT ROY A FENCE 
TROOPS BE- HALVE CASU- 
ALTIES 
AGAINST 
TROOPS BE- 
HIND A FENCE | NO EFFECT  |NO EFFECT 
AND ROUND 
FRACTIONS 
DOWN 
COUNT 2 MEN 
ATTACKING 
NO EFFECT 
NO EFFECT 


HIND FENCES 
TROOPS BE- 
HIND WALLS 
NO EFFECT 
NO EFFECT 



















CAVALRY MAY 
NOT CROSS 













FENCES 


REDOUBTS 
CROSSED 
TAKES 1 TURN 
TO REMOVE. 
NO ENEMY MAY 
BE ON OTHER 

ABATIS SIDE DURING 
THIS TURN 

BRIDGES 


















COUNT 2 MEN 


ROOPS BE- 
H IND WALLS 





























6 ®HITS" DES— 
ROY A WALL 












CAVALRY MAY 
NOT CROSS 








HALVE CASU- 
ALTIES 
AGAINST 
TROOPS BE- 
HIND A WALL 
AND ROUND 
FRACTIONS 
DOWN 


AS 1 WHEN 
ASSESSING 
MELEE POINTS 













FIRE TABLE 







IND A WALL 
ND ROUND 
RACTIONS 
DOWN 



















ARTILLERY 
AND CAVALRY [FIRING AT 
MAY NOT CROSS/TROOPS BE- 
FORMED IN— HIND REDOUBT 
FANTRY TAKE /4 

3" TO CROSS 











O "HITS" 
DESTROY A 
REDOUBT 


DIVIDE CASU— 


COUNT 2 MEN 
ATTACKING 
TROOPS BE- 
HIND REDOUBTS 
AS 1 WHEN 
ASSESSING 
MELEE POINTS 








DIVIDIE CASU— 











FIRING TABLE TROOPS BE- 
HIND A RE—- 
DOUBT BY 3 
AND ROUND 
FRACTIONS 
DOWN 














NO MELEE IS 
ALLOWED 
ACROSS AN 
ABATIS 





















NO EFFECT 






NO EFFECT 





















FORMED UNITS 
CROSS AT ONE 


HALF SPEED 


TROOPS ME- 
LEED ON 
EMERGING 
TURN COUNT 2 
MEN AS 1 
WHEN ASS-— 
ESSING MELE 
POINTS 












NO EFFECT NO EFFECT NO EFFECT 
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TSR HOBBIES, INC. 





TACTICAL STUDIES RULES OFFERS: 
TRACTICS - Rules for WWII, Miniatures, 3 booklets plus charts, boxed 


$10.00 


PANZER WARFARE - Rules for WWII Mass-Armor Battles in Micro-Miniature Scales $ 4.00 


BOOT HILL - Rules for Man-to-Man Action of the "Wild West" 
TRICOLOR - The Napoleonic Wargame in Miniature 
CAVALIERS AND ROUNDHEADS - English Civil War Miniatures Rules 


DON'T GIVE UP THE SHIP - Miniatures Rules for the Great Age of Sail, for 
single-ship actions and large battles 


CLASSIC WARFARE - Four Booklet Set of Rules for the Ancient Period, from the 
Pharaohs to the Byzantine Empire 


DUNGEONS & DRAGONS = Swords & Sorcery Wargaming with Paper and Pencil 
and Miniatures, 3 booklets, boxed 


GREYHAWK - Supplement | to DUNGEONS & DRAGONS 
BLACKMOOR - Supplement II to DUNGEONS & DRAGONS 


DUNGEON ! - The Game of fantastic Dungeon Adventuring for 1-12 Players, 
Boxed ) 


CHAINMAIL - Rules for Medieval Miniatures 


EMPIRE OF THE PETAL THRONE - Fantasy Adventure on the World of Tekumel, 
3 Full-Color maps, boxed 


WAR OF WIZARDS - The Game of Dueling Between Two Mighty Wizards; Rules, 
Die-cut Counters, Board 


STAR PROBE - The Game of Adventure, Exploration, and Conflict in Space 
Multi-sided Dice Sets - Each set contains one 20-, 12-, 8-, 6-, and 4-sided die 
Percentile Dice Sets - Two 20-sided dice 


Complete Cataleg™= Games, Rules, Miniatures, Accessories 
* Refundable with first order of $10.00 or more 


WATCH FOR MORE TITLES SOON TO BE RELEASED. 


$ 5.00 
$ 5.00 
$ 3.00 


$ 5.00 


Coming Soon | 


$10.00 
$ 5.00 
$ 5.00 


$12.50 
$ 5.00 


$25 .00 


$ 7.50 
$ 6.00 
$ 3.00 
$ 2.00 
$ 2.00* 


. and Subscribe to THE STRATEGIC REVIEW ! The newsletter of Military Miniatures, 
Games, Swords & Sorcery, and more. Single copy 75¢. Six issues $3.00. (Overseas: $1.00 


and $5.00). 


TSR pays all postage. Wisconsin residents must add 4% Sales Tax. Send your order to: 


TSR HOBBIES, Inc. 
P.O. Box 756 
Lake Geneva, WI 53147 


GRAPHIC PRINTING COMPANY 
LAKE GENEVA, WISCONSIN 





